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WELCOME TO 
SOMEONE'S 
NIGHTMARE. . . 


J as no other game could 
prepare you for the shockingly 
original Deception, not even 
that game can prepare you for 
the experience of Kagero: 


Deception Il. 


© TECMO,LTD. 1998 


Taking the fine art of trapping to a new 
level, Kagero employs a brand new 3-D game 
world to immerse you in the gritty feel of 
castle haunting and the bloody work of 
human-trapping. Don’t be surprised if, after 
a few hours with this game, you find yourself 
surveying the rooms of your home for 
potential trap sites! Obligatory legal advice: 
Despite Kagero is consciousness-altering 
effects, don’t try any of this in your castle 
or anywhere else. 


Introduction 


NEw TO DECEPTION? a Si engine for more 


If this is your first experience with a trapping realistic characters and environments. 
game, you're in for a treat. There’s nothing 


like the evil thrill of sending an enemy flying Traps can be used repeatedly after a 


through the air into a buzzsaw, attaching pre-defined charging interval. 

them to the wall with a super magnet, and ts 

dropping a big lava rock on their head in one Traps can be set off in a chain, creat- 
delicious sequence. ing cumulative damage. 


% All new characters and traps. 
Three different castles. 
* Third-person viewpoint. 


** Traps develop through a technology 
tree, and points must be spent for 
each trap’s development. 


* Dual-shock compatible to feel every 
explosion. 


This book will tell you everything you need to 
know about the virtual world of Kagero and 
all of the finer points of trapping. 


DECEPTION 
VETERANS 


Those who caught the trapping bug in the 

original Deception will find many new wrin- 

kles here. The heart of the game, however, 

retains the same bloodthirsty beat. Features from the original that no 
longer appear: 


** Monsters and body collecting 


*® Masks 


Castle expansion 


KAGERO 


partie 
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** Item collecting 
è Magic points 


Because of these changes, Kagero is both 
leaner and meaner. This new experience 
focuses exclusively on trapping to the death 
as an art to be mastered, expanded, and 
redefined by each individual player. No two 
players will experience Kagero in quite the 
same way. 


CONTROLS 


Kagero is controls are designed to be as 
simple as possible. 


Default Control Set. 


Basic controls and their default button 
assignments are: 


€ Walk Forward: 4s 
£ Walk Backward: W 


€ Pivot Left: € 

€ Pivot Right: > 

* Turn Around: L1 + R1 

X Sidestep Right: R1 

** Sidestep Left: L1 

X Research Enemy: R2 

* Change View: L2 

* Activate Trap Plan Mode: @ 
** Trigger Ceiling Trap: A 

** Trigger Wall Trap: W 


*® Trigger Floor Trap: X 


STRUCTURE 
OF THIS GUIDE 


This guide is designed to give you all the 
information and advice you need to become 
a master trapper. Because Kagero is such a 
subjective experience, depending on the skill 
and style of each player, it's impossible to 
simply tell you how to tackle each chapter 
and enemy. 


Instead, you'll find every tool you need to 
play each episode to its fullest, yielding the 
highest point totals and the most sophisticat- 
ed traps, and revealing the paths to each of 
the game's six endings. 


Here is an outline of what follows: 


Ke 


Introduction NS 


SCORING 


TRAP HIT BONUS 
474 


MAXHITCOMBO ` 2 
MAXDAMAGE 38 


LIFE BONUS 
1000 


TOTAL DAMAGE = o 


CLEARTIME 0:0116 
NEXT MISSION 


FOIAL MISSION 
BONUS 

2274 
ARR 2274 


ENEMYS DEATH INFO 


Here’s a typical scoring display. 

See Section 2 for details. 

This section introduces you to the basic 
scoring structure and the myriad bonuses 
that bring those expensive traps within 
reach. Learn here how to milk every pos- 
sible point out of every chapter and use 
the scoring system as an inspiration and 
incentive to design the most complex 
and elegant traps. 


TRAPS 


For all the stats on this and all 50 + traps, check out 
Section 3. 

This section will acquaint you with the differ- 
ent types of traps with in-depth descriptions 
and analysis of each. The Traps section is 
intended to serve you both as a primer 
before you begin the game and as a constant 
resource for deciding which traps you want 
to develop and use. 


DEVICES 


Off with your head! This nasty fixture and others will 
be your best friends if you know how to control 
them. Find out how in Section 4. 

Because a master trapper uses both her own 
traps and those built into the rooms, this 
chapter will introduce you to each kind of 
built-in trap or “Device,” what they do, how 
to trigger them, and with which traps they 
work best. 


CASTLES 


You won't see much of the outside of these castles. 
Your business is inside; look at Section 5 to find out 
what's in there with you. 


This section will take you inside each of 
Kagero fs three castles. Here you'll find fully 
detailed maps showing all of each castle’s 
rooms, connections, and features. 
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INVADERS 


Character bios with special insider analysis can be 
found in Section 6. 

This section details each of the meddling 
souls who dare enter your assigned domain. 
Look here for names, pictures, vital statistics, 
and detailed analysis on the strengths and 
weaknesses of each Invader. Use this section 
as a resource when beginning each of 

the game's episodes. 


TRAPPING 101 


Build ripping multi-trap combinations with the 
advice you find in Section 7. 


This part puts it all together, combining 
the information in the previous sections. 
You'll be taken through the basics of trap 
selection, placement, and execution. Once 
you've mastered these basic skills, more 
advanced techniques will be added to your 
repertoire, including combinations and 
incorporating Devices. 


CHAPTER DESCRIPTIONS 


Descriptions of each of the game’s chapters are con- 
tained in Section 8. 

This final section will take you through each 
of the game's 44 chapters. For each game 
chapter, this section will alert you to what 
Invaders you will face, what traps work best 
considering both the castle and the Invaders, 
what special strategies are applicable, and 
what story branches are affected by how 
you attack the level. Consult these profiles 
before beginning a chapter to map out your 
personal strategy. 


Don’t just stand there, turn the page. 


SCORING 


While trapping is the core of Kagero, scoring 
is what makes it all run. Your fuel, the sub- 
stance that drives you on and keeps you 
ahead of your increasingly strong foes, is 
the points you win in various ways. 


At the end of each chapter, you'll see a 
tally of your score: the sum total of your 
earned points and any bonuses. These are 
then added to your preexisting score as a 
kind of running balance that you can spend 
on the development of new traps. 


To maximize your available funds for trap 
development, you must know what actions 
get you points, and how you can earn the 
most points most efficiently. That’s where this 
section comes in. 


WHAT'S AN “ARK”? 


An Ark is the unit of currency that you use to 
develop traps. Every point won in the game 
equals one “Ark.” All prices listed for trap 
development are shown in Arks. 


SCORING ELEMENTS 


TRAPHITBVONUS SOUL CAPTURE 
BONUS 


TOO ieee 1100 


MAXHITCOMBO `` 3 
MAXDAMAGE ` S2 


LIFE SORUS 
158 
TOTAL DAMAGE 342 


QEARTME 0:03:08 
NEXT MISSION 


ARR 4324 


O ENEMY'S DEATH INFO 


At the end of each mission, you'll see this summary 
of your performance. Each section of this tally con- 
tains a lot of information. 


There are four basic scoring categories, each 
action you take has repercussions in one of 
these four areas. 


Scoring 
SouL CAPTURE BONUS 


SOUL CAPTURE 
JONuS 
1100 


SACRIFICES 


The lives you take are worth big points, especially 
if you achieve the “Perfect Genocide Bonus.” 

Each Invader who enters your domain is a 
“sacrifice” and, if killed, is worth a fixed 
number of points. Your Soul Capture Bonus 
reflects the points multiplied by the number 
of kills. 


You're rewarded for exceptional effective- 
ness with the “Perfect Genocide Bonus.” 
This amount is awarded when you terminate 
all possible Invaders for a given chapter. 
Remember that it’s not always desirable to 
nab every Invader; letting some go is crucial 
to triggering certain story endings. 


Lire BONUS 
LIFE BONUS 
158 


TOTAL DAMAGE 342 
CLEARTME 0:03:06 


Work fast and take care of yourself, and this entire 
bonus is yours. 


The Life Bonus rewards self-preservation 
and efficiency. There are three elements to 
this bonus. 
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“Clear Time” indicates the amount of time 
you took (in actual gameplay, planning time 
doesn’t count) to clear the chapter. Obviously, 
the faster you finish the chapter, the more 
points you get. 

The amount of life you have left at the end 
of a chapter impacts on your Life Bonus. 
Obviously, the higher your life meter, the 
more points you get. 


Finally, if you manage to finish the 
section with all your life intact, you get the 
perfect health bonus, which is called the 
“No Damage Clear.” 


Clearly it's in your interest to keep yourself 
as healthy as possible and eliminate your 


Invaders with peak efficiency, but these * 


bonuses give you that extra incentive. 


TRAP Hit Bonus 


Here’s where all your fancy trap work pays off. All 
trap bonuses and damage are totaled in this section. 


The Trap Hit Bonus consists of points awarded * 


for damage done in executing a trap. If you 
launch a trap and do 50 points of damage, 
you get 50 Arks. 


In addition to this basic point system, 
a wide variety of bonuses are available. 


** Aerial Hit: If you hit an Invader while 
he’s in the air, you get a bonus in 
addition to the damage you actually 
do. How the Invader finds himself in 
the air doesn't matter: He could be 
thrown by a Spring Floor or an 

explosion, or simply by jumping 

or pouncing. 


He flies through the air with the greatest of ease! 
Aerial Hits always look cool. 


Core Hit: A single hit that does deep 
damage is a Core Hit and all the more 
valuable for its impact. 


Ooo, that one had to hurt, right to the core. 


Counter Hit: If you're hit and immedi- 
ately hit your opponent in return, you 
get a bonus for a Counter Hit. This 
compensates, somewhat, for setting 
risky traps near your position. 


VA ArT 
Scoring KAGERO 


* Long Distance Hit: Since it takes 
projectiles time to reach their target, 
striking from a long distance is risky. 
The risk pays off, however, thanks to 
this point bonus. 


It pays to fight back: if you get smacked, respond 
with a trap. 


* Double Hit: If you hit both your active 
opponents with one trap, you get a 
really beefy bonus for a Double Hit 


Traps launched from across the room are worth more 
than ones set off right next door. 


* Initial Trap: The very first time you 
successfully use a trap or device, you 
get this excellent bonus. This encour- 
ages the use of all available traps 
and the frequent development of 
new ones. 


Two for the price of one. Try to bunch Invaders 
together and hit them all at once. 


X Just Kill: Finish an Invader with a 
single blow and this little extra Ark 


boost is yours. 


Try new things. The first time you hit with a new 
trap, you get a big bonus. 


TOTAL Mission BONUS 


The three sections of the scoring screen are 
totaled in the lower right corner. This display 
also shows your total Ark balance. 


A just cause and a just kill—what more do you 
need to motivate you? 


7 
Dee GERC Da 
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Here's where it all comes together. 


TIPS FOR RACKING 
Up POINTS 


Just killing all your foes as fast as possible 
isn't always the most efficient way to win 
points. There are a number of subtle ways to 
really milk each chapter for all it’s worth. 
Individual chapter outlines (see Section 7) 
offer specific advice appropriate to each level, 
but here are a few general tips to make the 
most of your time. 


* If you can group your foes, do it. 
Not only do you get the Double Hit 
bonus, but any other bonus is also 
doubled if it applies to both Invaders. 
For example, set up a Bear Trap and 
a Laser Arrow at the base of the stairs 
and a Spike Rock set to roll down. 
If you can catch both Invaders in 
the Bear Trap and hit both with 
the arrows and the rock, you'll get 
Double Hits for each trap. Any other 
applicable modifiers are also, there- 
fore, enhanced. 


* Always use Devices. This way, you can 
get more hits while only using three 
traps. Keep in mind that Devices also 
can be used for bonuses (i.e., if you 
throw an Invader onto spikes, you get 
an Aerial Hit Bonus). 


Get your life up. To maximize the full 
health bonus, try to get your last 
Invader on the ropes (he'll slow con- 
siderably and his health meter will be 
near the bottom) and go grab the 
closest Magic Loon. With your health 
maximized, go back and finish off the 
last Invader, guaranteeing yourself 
that valuable “No Damage Clear.” 


It pays to counterattack. If you can 
afford to take a hit, stand near your 
traps. If you are struck by an oppo- 
nent and respond with a trap, you 
will get the Counter Hit Bonus. 


Use Initial Traps. We all become 
attached to certain traps; favorite 
combinations and locations become 
safe bets. The game, however, 
rewards experimentation. Try to 
include one new trap in each set and 
use it at some point during the chap- 
ter. Even if you're only developing 
the trap to gain access to a more 
advanced trap, you're wasting points 
not taking advantage of the finite 
number of Initial Trap Bonuses avail- 
able to you. 


Dial long distance. When you can set 
a trap near your target, consider 
whether you can get the same result 
by setting the trap across the room. 


TRAPS 


The heart of a trapping game is, big surprise, 
traps! True trappers want to know everything 
about these “weapons” and positively sali- 
vate at the thought of trying out each and 
every one. Well, be prepared to drool as you 
peruse this directory of all the traps in 
Kagero: Deception II. 


Each trap profile contains the trap’s name, 
location (Wall, Floor, or Ceiling), development 
cost, damage, charge time, and an in-depth 
description and analysis. 


When making your purchasing decisions 
and trap selections, consult this section for all 
the information you'll need to decide wisely. 


Cold Claw 


Heat Breath 
Flare Rock 


E = CEILING TRAPS 


Ceiling Trap Technology Tree 


TRAP GENESIS 


The traps become available to you based on 
two factors: money and technological devel- 
opment. The monetary issue has already been 
discussed. It's important to realize that all but 
the most basic traps require other traps to 

be developed first. Keep this in mind when 
purchasing traps; even if you don't want a 
particular trap, it may be required in order 
to develop one that you do crave. Remember 
also that the three trap types (Ceiling, Wall, 
and Floor) do interbreed—often a Wall Trap 
will combine with a Floor Trap to produce 

a new Wall Trap. With these guidelines in 
mind, here are your handy technology trees 
to give you the bigpicture of trap development. 


Mega Rock 


Spike Rock Attack Wall 
Spike Wall 


Judgement 


Volt Rock 
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Rolling Bomb Cold Claw Triple Arrow Lift Floor Power Magnet 


Blast Bomb Cold Arrow Chain Needle| Magnet Floor 
Fire Ball Thunder Volt 


Catasrophe 


Volt Magnet 


Laser Arrow Rising Floor 


Hellfire Judgement 


q = WALL TRAPS 


Wall Trap Technology Tree 


Bear Trap Lift Floor Small Bomb 
See "Wall Traps” 
for genesis 


Heavy Claw Rising Floor Flash Bomb Landmine 


Cold Claw 
Thunder Volt 


Quake Bomb f Smash Floor 
Triple Arrow Fireball 
Power Magnet Catastrophe 
$ Cold Arrow Rolling Bomb 


Magnet Floor x 
Hellfire _ 


Vacuum Floor RARE 


Judgement 


Iron Ball 


Floor Trap Technology Tree 


TRAP PROFILES 


ARROW SLIT 


Place: Wall 
Development Cost: 0 
Damage: 35 

Charge Time: 3 sec. 


A single arrow shoots out from a mask at 
moderate speed. Quick recharge time and 
high accuracy make this a must-use in early 
levels. Good for getting in a quick or finishing 
hit or logging a combo when you have 
someone trapped in a Bear Claw. 


ATTACK WALL 


i Luge 
S may 


Place: Wall 
Development Cost: 1,200 
Damage: 10 
Charge Time: 6 sec. 
Develops from: Press Wall 
Required for: Lift Floor (with Magnet) and 
Spike Wall (with Spike Rock) 

Wall segment thrusts out, throwing victims 
four blocks away. Good in early levels for 


squeezing enemies in tight quarters, pushing 
them down stairs, or forcing them into a 
Floor or Ceiling Trap. Also works well for 
moving victims into Devices. 


BASIN 


ind ee 


es basin 


Place: Ceiling 
Development Cost: 600 
Damage: 10 
Charge Time: 2 sec. 
Develops from: Vase 
Required for: Vat and Iron Ball (with 
Spike Rock) 
Drops from the ceiling, enraging the vic- 
tim, who chases the Basin around the room. 
Great for flushing out reluctant lurkers. 


BEAR TRAP 


15 
4 se 
4 nes 


are 


Place: Floor 
Development Cost: 0 
Damage: 15 

Charge Time: 4 sec. 
Develops from: N/A 
Required for: Heavy Claw 


KAG 
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Iron jaws emerge from the floor and trap 
your victim where she stands. Does some 
slight damage and snares folks for multi-hit 
combos. Put these at the bottom of staircases, 
just inside doorways, or at the feet of a lurk- 
ing enemy. Good combinations include hold- 
ing an invader at the foot of a staircase, 
rolling a rock down the stairs, and firing off 
an arrow from the wall. You get 
the idea. 


BERSERK GAS 


Place: Ceiling 

Development Cost: 1,700 

Damage: 0 

Charge Time: 4 sec. 

Develops from: Evil Breath 

Required for: Heat Breath (with Lava Vase) 


Gas enrages then poisons victim. Useful for 


flushing out lurking cowards and slowing 
them down at the same time. Very good for 
taking the air out of an attacker when you 
are on the defensive, but not too effective as 
a combo starter. 


BLAST BOMB 


Place: Floor 

Development Cost: 2,400 

Damage: 50 

Charge Time: 7 sec. 

Develops from: Flash Bomb and Landmine 
Required for: Fire Ball (with Rolling Bomb) 
and Quake Bomb (with Spring Floor) 


Explosive smoke scorches across one block 
and pushes victim three blocks. Boom! Ouch! 
What more is there to say? Good blast radius 
and heavy damage. Excellent for just inside 
doorways or on staircases. Not a good combo 
starter as the victim's three-block flight is not 
controllable. Watch where you stand when 
you fire this one off. 


Buzz SAW 


45 
7 sx 
iis 


oe 


Place: Wall 

Development Cost: 4,600 

Damage: 45 

Charge Time: 7 sec. 

Develops from: Spike Wall and Chain Needle 
Required for: Laser Arrow (with Cold Arrow) 


Saw blade rips out of the wall, lodging 
itself in its victim and carrying them until they 
hit a wall. Kind of a long recharge time for a 
wall projectile, but worth it for the damage 
and spectacle of it all. Fantastic as a combo 
starter (fire it off from one wall and set a 
Floor or Ceiling Trap on the opposite wall) or 
as a follow-up (freeze ‘em with a Magnet or 
a Claw and let them see it coming from long 
distance). Note that the Buzz Saw will pull 
a trapped victim out of his bonds, so set 
follow-up traps where he will ultimately land. 


CATASTROPHE 


7 T 
f 
=O ee 


PR 


fraps with 


Place: Floor 

Development Cost: 4,300 

Damage: 0 

Charge Time: 8 sec. 

Develops from: Quake Bomb and Smash Floor 
Required for: Hell Fire (with Fire Ball) 

More effective version of the Quake 
Bomb. Sets off every trap in the room that is 
normally set off by impacts. Use this around 
Pillars and Boulders. Incidentally renders 
enemies immobile while the bomb erupts. 


CHAIN NEEDLE 


CHAIN AN 
| PLAGE, wall 
MAE 


A | TRARGE K 
(Bies 0 ies 


TELS 


Five knifeli 
Fate 


Place: Wall 

Development Cost: 3,800 

Damage: 23 

Charge Time: 7 sec. 

Develops from: Triple Arrow 

Required for: Buzz Saw (with Spike Wall) 


Five razor-sharp projectiles soar across the 
room and sizzle as they enter the flesh. Great 
mid-level projectile and an automatic five-hit 
combo if the target holds still long enough. 


COLD ARROW 


| 
| \DAHAGE 32 


4 
TME 3 As 
` James 
f ir shoots 
no victin. 


Place: Wall 

Development Cost: 4,000 

Damage: 32 

Charge Time: 4 sec. 

Develops from: Triple Arrow and Cold Claw 

Required for: Laser Arrow (with Buzz Saw) 
Cold air shoots from mask, freezing 

victim. Damage and containment all in one. 

Excellent for setting up traps with strong 

floor or ceiling follow-ups. 


COLD CLAW 


Place: Floor 

Development Cost: 2,000 

Damage: 25 

Charge Time: 5 sec. 

Develops from: Heavy Claw and Confuse Gas 
Required for: Cold Arrow (with Triple Arrow) 


When iron blades pin victim's feet, cold 
air gushes up and freezes victim. The Claw 
of choice that makes all others obsolete. 
Identical to the Heavy Claw in terms of dam- 
age and recharge time, but holds the victim 
much longer. Ideal combo starter. If used with 
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follow-up traps with short recharge times, 
there’s a chance you can fire off the 
follow-up traps more than once. 


CONFUSE GAS 


iet Nerin. 


Place: Ceiling 

Development Cost: 600 

Damage: 0 

Charge Time: 6 sec. 

Develops from: Slow Gas 

Required for: Evil Breath and Cold Claw 
(with Heavy Claw) 


Gas seeps out, confusing victim. This 
smoke causes disorientation for a short 
period. Very useful for coaxing out lurkers. 
Less useful but still effective to get a normally 
cautious opponent (i.e., one who won't 
step on a Floor Trap) to stagger into range. 
Not foolproof or controllable, but better 
than nothing. 


Evi BREATH 


Place: Ceiling 
Development Cost: 1,200 
Damage: 0 

Charge Time: 4 sec. 
Develops from: Confuse Gas 
Required for: Berserk Gas 


Evil magic gas slows victim and lowers his 
defenses. This quickly recharging gas slows 
pursuing enemies and lowers their defense 
statistic for a solid counterattack. Most effec- 
tive when planted just inside a doorway— 
allows you to run through that doorway 
leaving a trail of noxious gas behind. Make 
sure you aren't caught in the cloud (put it at 
least three squares away from the door) and 
it will gain you some valuable time in a 
life-sustaining retreat. 


FIRE ARROW 


40 


4a 
S1 Anes 


ji 
‘Mask » 
victi. 


(1) 


Place: Wall 

Development Cost: 1,000 

Damage: 40 

Charge Time: 4 sec. 

Develops from: Arrow Slit 

Required for: Triple Arrow and Rolling Bomb 


Flaming arrow shoots from mask, ignites 
oil-covered victims. Good flight and recharge 
speed and solid damage. Good combo follow- 
up, especially after an attack involving oil 
(i.e., Oil Vase). Superior when the room con- 
tains oil barrels or boxes: Stick a Magnet or 
Claw (or any containment trap) next to one 
of these built-in hazards and launch a Fire 
Arrow at the hazard. Boom! 


FIRE BALL 


65 
5 se 


Place: Wall 

Development Cost: 4,000 

Damage: 65 

Charge Time: 5 sec. 

Develops from: Rolling Bomb and Blast Bomb 

Required for: Hell Fire (with Catastrophe) 
Fireball shoots and hits wall, floor ignites 

on impact. One of the best wall projectiles, 

this ball of hot death does its horrible dam- 

age and continues to burn the floor where it 

hit. Outstanding when two foes are entering 

a room together. 


FLARE ROCK 


va Rese falls ` 


“death 


Place: Ceiling 
Development Cost: 6,300 
Damage: 90 
Charge Time: 10 sec. 
Develops from: Iron Ball and Heat Breath 
Required for: N/A 

Lava mass falls, burning victim to death. 
All the crushing power of the other rocks 
with the added oomph of charred flesh. 
Although some classes of enemies (including 
King Eclipse) can catch falling rocks, they 
are not immune to the burning damage 
of this trap. 


FLASH BOMB 


Place: Floor 

Development Cost: 800 

Damage: 0 

Charge Time: 4 sec. 

Develops from: Small Bomb 

Required for: Spark Rod and Blast Bomb 
(with Landmine) 


Flash blinds victims standing within one 
block. A good set up for a slowly executing 
trap (i.e., falling rocks and balls). Also useful 
for covering a desperate escape; if they can’t 
see you, they can’t kill you. 


HEAT BREATH 


| HEAT BREATH _ 
(BRACE, (Ceili 
1 
S sre 


1 es 


Place: Ceiling 

Development Cost: 4,000 

Damage: 1 

Charge Time: 5 sec. 

Develops from: Berserk Gas and Lava Vase 
Required for: Flare Rock (with Iron Ball) 


Red-hot gas slowly weakens victim. Keep 
the heat on with this scalding gas attack. 
Very helpful for doing gradual damage 
whenever a pursuing opponent enters a 
room and equally strong for adding a solid, 
fast charging follow-up to a combo attack. 


SSS 


f 
} 
| 
| 
| 


Place: Floor 

Development Cost: 1,000 

Damage: 25 

Charge Time: 5 sec. 

Develops from: Bear Trap 

Required for: Cold Claw (with Confuse Gas) 


Huge iron blades emerge from floor and 
pin victim temporarily. Better than the basic 
Bear Claw, but not as good as the Cold Claw. 
Develop this trap if only to gain access to the 
Cold Claw. Beware, some fast enemies can 
jump before this trap takes hold. 


HELL FIRE 


Place: Floor 

Development Cost: 
4,800 

Damage: 85 

Charge Time: 11 sec. 

Develops from: Fire Ball 
and Catastrophe 

Required for: N/A 


Pillar of fire extends 
one block in every direction, blowing victims 
five blocks away. Devastating. Great for wide- 
open rooms or (better but riskier) smallrooms 
with a place for you to take cover. Not a 
good combo starter because victim is thrown 
in a random direction. 


IRON BALL 


Place: Ceiling 

Development Cost: 3,600 

Damage: 80 

Charge Time: 10 sec. 

Develops from: Spike Rock and Basin 
Required for: Volt Rock (with Judgement) and 
Flare Rock (with Heat Breath) 


Iron Ball drops, rolls, bounces off walls, 
and throws victim. Brutal, relentless, and 
profoundly useful, this dropped ball will 
become a staple of your trap diet. Place it 
over containment traps or at the top of 
staircases. Bounces off walls, attracted to 
Magnets, doesn’t disappear until it hits 


someone. 
JUDGEMENT 
Place: Floor 
Development Cost: 
5,300 
Damage: 85 


Charge Time: 9 sec. 
Develops from: 
Volt Magnet and 
Rising Floor 
Required for: Volt Rock 
(with Iron Ball) 


Super powerful version of Thunder Volt. 
Electrocutes every drop of water in the room 
and delivers a bone-singeing charge to 
anyone near it. 


LAND MINE 
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Place: Floor 

Development Cost: 1,200 

Damage: 40 

Charge Time: 5 sec. 

Develops from: Small Bomb 

Required for: Spring Floor and Blast Bomb 
(with Flash Bomb) 

Victim’s step triggers mine, blasting victim 
two blocks away. Also works on a timer if 
no one steps on it. A required tool for all 
mid-game levels. Set it inside doorways for 
a tough winnowing hit or near an exit for 
covering an escape. Absolutely fantastic as 
follow-up to a wall containment trap. Like 
all bombs, it triggers falling Pillars. 


LASER ARROW 
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Place: Wall 

Development Cost: 4,800 

Damage: 85 

Charge Time: 8 sec. 

Develops from: Buzz Saw and Cold Arrow 
Required for: N/A 


Electric arrow shoots from mask and 
impales victim upon impact. The king 


of wall projectiles, lightning fast, deadly 
accurate, and can skewer multiple enemies. 


LAVA VASE 
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Place: Ceiling 

Development Cost: 2,400 

Damage: 55 

Charge Time: 3 sec. 

Develops from: Oil Vase 

Required for: Heat Breath (with Berserk Gas) 
Vase drops on victim's head, causing 

intense injury. Great fun to watch as the hap- 

less victim runs around trying to get this hot 

vase off his head. Then it bursts into flames. 

Hard to time, but very satisfying. 


LIFT FLOOR 
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Place: Floor 

Development Cost: 1,900 

Damage: 25 

Charge Time: 4 sec. 

Develops from: Magnet and Attack Wall 
Required for: Rising Floor and Magnet Floor 
(with Power Magnet) 


Floor rises, pressing victim against ceiling. 
Essential for throwing Invaders into Death 
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Fans (for an automatic four-hit combo). Can't, 
however, set under other ceiling-based traps 
or devices (i.e., Pendulums or Guillotines). 


MAGNET 
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Place: Wall 
Development Cost: 900 
Damage: 0 
Charge Time: 8 sec. 
Develops from: Press Wall 


Required for: Power Magnet and Lift Floor 
(with Attack Wall) 


Magnet slips down wall and attracts vic- 
tims from two blocks away. Once you get the 
hang of Magnets, you'll always want one in 
your trap inventory. Some enemies can resist, 
but not many. Anyone in armor is as good as 
stuck. Hardly the best Magnet trap available, 
but it does get you started and developing it 
allows you to buy more advanced Magnets. 


MAGNET FLOOR 


Place: Floor 


Development Cost: 3,400 

Damage: 0 

Charge Time: 9 sec. 

Develops from: Power Magnet and Lift Floor 


Required for: Vacuum Floor 


Floor becomes magnetic and pins victims 
within one-block radius. Same as the wall 
Magnet, but on the floor. If you want to set 
up containment for a wall projectile, this is 
your trap (until you can get the Vacuum 
Floor, that is). 


MEGA ROCK 


Place: Ceiling 
Development Cost: 0 
Damage: 70 

Charge Time: 9 sec. 
Develops from: N/A 
Required for: Spike Rock 


Rock drops, rolls across floor, and breaks 
open when it hits its target. Your basic ceiling 
rock will serve you well as you learn the art 
of dropping rocks. As with all rocks/balls, 
put them over wall-based Magnets or atop 
staircases. Will only roll on sloped ground. 
Upgrade to the Spike Rock as soon as 
possible. 


OIL VASE 


Place: Ceiling 
Development Cost: 1,400 
Damage: 0 


Charge Time: 2 sec. 
Develops from: Vase 
Required for: Lava Vase 

Vase drops on victim’s head, blinds victim, 
and covers him with oil. Not only does the 
victim of this trap lose vision, they are sud- 
denly very flammable. Set this one just inside 
a door and follow up with the Fire Ball or Fire 
Arrow for a really smoking combination. 


POWER MAGNET 
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Place: Wall 

Development Cost: 2,400 

Damage: 0 

Charge Time: 10 sec. 

Develops from: Magnet 

Required for: Volt Magnet (with Thunder 
Volt) and Magnet Floor (with Lift Floor) 


Super Magnet attracts victims from five 
blocks away. The single most useful contain- 
ment trap in the game. Almost no one can 
resist the attraction of this trap, and it serves 
as a brilliant set up. Be very careful not to get 
caught in this device’s potent tow. 


Press WALL 


Place: Wall 
Development Cost: 0 
Damage: 5 
Charge Time: 4 sec. 
Develops from: N/A 
Required for: Magnet and Attack Wall 

Wall advances two blocks, pushes objects 
out of the way. Push people into range of 
Ceiling or Floor Traps. Best use is to knock 
over Pillars. Useful basic combo starter. 


QUAKE BOMB 


Place: Floor 


Development Cost: 3,400 

Damage: 0 

Charge Time: 5 sec. 

Develops from: Blast Bomb and Spring Floor 

Required for: Catastrophe (with Smash Floor) 
Causes a quake that activates 

all traps within two blocks. Triggers Pillar and 

Boulder Traps, but you must put it near the 

traps in question. Also throws anyone in 

range off balance. If nothing else, it can 

disrupt a pursuer enough to allow you a 

few extra escape seconds. 


RISING FLOOR 


oe 
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Place: Floor 

Development Cost: 3,600 

Damage: 30 

Charge Time: 6 sec. 

Develops from: Lift Floor 

Required for: Judgement (with Volt Magnet) 
Floor thrusts up and injures victim against 

ceiling and floor. This one gets ‘em coming 

and going, slams Invaders against the ceiling 

and then drops them to the floor with a 

mighty, mighty thud. Also works to throw 

folks into Death Fans. 


ROLLING BOMB 
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Place: Wall 

Development Cost: 2,200 

Damage: 70 

Charge Time: 6 sec. 

Develops from: Fire Arrow 

Required for: Fire Ball (with Blast Bomb) 
Bomb rolls out from mask and blows up 

victim. You'll need to develop timing to make 

this trap work well. Set it up opposite a door 


and watch your map for an enemy's approach. 


When they are about to walk in the door, let 
loose the Rolling Bomb. If you time it right, 
it greets them as they open the door. 
Warning: Don’t use this or any other Floor 
Traps with enemies who “float;” nothing is 
more agonizing than watching a bomb roll 
right under a foe. 
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Place: Ceiling 

Development Cost: 0 

Damage: 0 

Charge Time: 5 sec. 

Develops from: N/A 

Required for: Confuse Gas and Vase 


Gas seeps out, slowing victim. Does exactly 
what you'd think it does. Slows Invaders 
down to allow you extra time for trap 
recharges (works well due to Slow Gas’ quick 
charge time). Also useful for making escapes 
or to set up fast opponents for Claws or 
throwing/lifting floor tiles. 


SMALL BOMB 
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Place: Floor 
Development Cost: 0 
Damage: 35 
Charge Time: 3 sec. 
Develops from: N/A 
Required for: Flash Bomb and Land Mine 
Small bomb blows up, knocking victim two 
blocks. You get what you pay for, not a lot of 
damage but a good training bomb. Works 
just fine to knock over Pillars. 


SMASH FLOOR 
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Place: Floor 

Development Cost: 4,100 

Damage: 25 

Charge Time: 6 sec. 

Develops from: Spring Floor 

Required for: Catastrophe (with Quake 
Bomb) 

Floor springs out, throwing victim eight 
blocks in the direction of your choice. Superb 
for throwing Invaders into fire pits, floor 
spikes, or any other Wall or Floor Traps. 
First-class combo starter. 


SPARK ROD 
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Place: Floor 

Development Cost: 1,900 
Damage: 45 

Charge Time: 6 sec. 
Develops from: Flash Bomb 
Required for: Thunder Volt 


Rod zaps victim and electrifies water and 
other electric traps. Put it in bodies of water 
to electrocute anyone who ventures into the 
stream. Place it anywhere near a built-in elec- 
tric trap to convey the energy from that trap 


into the victim for a double shot. Does not 
work on Invaders with immunity to electricity 
(Hint: if they use electric attacks, they are 
probably immune to them). 


SPIKE ROCK 


Place: Ceiling 

Development Cost: 1,800 

Damage: 75 

Charge Time: 9 sec. 

Develops from: Mega Rock 

Required for: Spike Wall (with Attack Wall) 
and Iron Ball (with Basin) 

Spiked rock drops and rolls, crushing 
victims. Like all rocks, put it atop staircases 
or right over wall containment traps (i.e., 
Magnets). Just like the Mega Rock, but does 
more damage. 


SPIKE WALL 


Place: Wall 


Development Cost: 2,400 

Damage: 35 

Charge Time: 5 sec. 

Develops from: Attack Wall and Spike Rock 
Required for: Buzz Saw (with Chain Needle) 


One of the best traps to watch in action. 
Flies out from the wall, spikes poised, stabs 
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and throws Invaders three blocks. Does pretty 
considerable damage in its own right, but 
can also be used to knock over Pillars or set 
up floor or ceiling follow-ups. You can also 
squish an Invader if you set this up in a 
particularly narrow room. 


SPRING FLOOR 
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Place: Floor 

Development Cost: 2,900 

Damage: 15 

Charge Time: 6 sec. 

Develops from: Land Mine 

Required for: Smash Floor and Quake Bomb 
(with Blast Bomb) 


Floor springs out, throwing victim four 
blocks in the direction of your choice. Hard to 
time correctly, but well worth it. One of the 
best combo starters in the game for sending 
folks flying into Ceiling or Wall Traps. If 
you're really good, set up a wall projectile to 
shoot a victim out of the air. Fast enemies can 
jump before this trap springs, unless you find 
a way to slow them down. 


THUNDER VOLT 


Place: Floor 
Development Cost: 4,100 
Damage: 65 
Charge Time: 7 sec. 
Develops from: Spark Rod 
Required for: Volt Magnet (with 
Power Magnet) 
Lightning strikes rod and electrifies water 
and other electric traps. Works just like the 
Spark Rod, but better. 


TRIPLE ARROW 


Place: Wall 


Development Cost: 2,600 

Damage: 26 

Charge Time: 5 sec. 

Develops from: Fire Arrow 

Required for: Chain Needle and Cold Arrow 
(with Cold Claw) 

Three arrows shoot in sequence from mask 
on the wall. Keep in mind that these three 
arrows come somewhat slowly and one at 
a time, so some kind of containment is 
necessary to hit with all three arrows. An 
automatic three-hit combo. 


VACUUM FLOOR 
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Place: Floor 

Development Cost: 4,300 
Damage: 0 

Charge Time: 12 sec. 
Develops from: Magnet Floor 
Required for: N/A 


Floor becomes a super Magnet, pins vic- 
tims within two block radius. Floor-based 
version of the Power Magnet. If you really 
want to use a fabulous wall projectile, but 
still want to stick someone to a Magnet, 
this is your trap. 


VASE 


Place: Ceiling 

Development Cost: 400 
Damage: 0 

Charge Time: 2 sec. 

Develops from: Slow Gas 
Required for: Oil Vase and Basin 


Vase drops on victim’s head, temporarily 
blinding victim. Watch them run around with 
crockery on their melon. No damage, but great 
to make people bumble into other traps or to 
buy you time to make a run for it. Most useful 
to make later vase traps available. 


VAT 
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Place: Ceiling 
Development Cost: 1,200 
Damage: 20 

Charge Time: 2 sec. 
Develops from: Basin 
Required for: N/A 


Vat drops on victim, enraging them for a 
long time. Does some good, solid damage 
and torques off any cowardly enemy, draw- 
ing them out of their instinctual shyness. 
Lurkers beware your viscous Vat. 


Voit MAGNET 
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Place: Wall 
Development Cost: 3,800 
Damage: 50 


Charge Time: 10 sec. 

Develops from: Power Magnet and 

Thunder Volt 

Required for: Judgement (with Rising Floor) 
Electric Magnet attracts and jolts victims 

from four blocks away. The ultimate trap for 

Magnet fans. Attract and electrocute! 

Electric-resistant foes are still attracted to the 

magnet, but are not damaged by the voltage. 

The créme-de-la-créme of combo starters. 


Vort ROCK 


Place: Ceiling 

Development Cost: 
7,000 

Damage: 100 

Charge Time: 11 sec. 

Develops from: 
Judgement and 
Iron Ball 

Required for: N/A 
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The big daddy of ceiling rocks. Drops and 
rolls just like other stones, but electrocutes 
too. No normal trap does more damage by 
itself. Real fun is to roll it into water as a foe 
crosses. Is it right to enjoy this so much? 


SECRET TRAPS 


Get really nasty with this collection of 
“hidden” traps, a bunch of wild snares that 
will befuddle any opponent. These traps 
become available as you complete the entire 
game multiple times. Each time you finish 
the game, you'll have access to one or more 
of these traps the next time you initiate a 
new game. Note that you must load the 
completion file for the most recent finished 
game to access the hidden traps. 


MAGIC SACK 


Development Cost: 
4,000 

Damage: 0 

Charge Time: 5 sec. 

Magic Sack encases 

victim, holding them in 
place. They can move 
around in the sack, but 
cannot escape until it 
bursts. 


Development Cost: 
6,500 

Damage: 150 

Charge Time: 10 sec. 


Monster drops from 
above and beats the 
snot out of anyone it 
lands on. 


EviL STOMP 


Development Cost: 
5,000 

Damage: 50 

Charge Time: 4 sec. 


Evil feet come from 
above and flatten any 
character. There is no 
defense against this 
trap. 


Development Cost: 
3,500 

Damage: 70 

Charge Time: 2 sec. 


Wearers of this 
cursed mask become 
lifeless and confused. 
High damage, total 
immobilization, and 
super-fast charge time. 


Development Cost: 
5,000 

Damage: 30 

Charge Time: 6 sec. 


Evil feet kick victim 
against wall. There is 
no defense against this 
hellish punt. 


Development Cost: 
5,000 

Damage: 25 

Charge Time: 6 sec. 
Evil hands uppercut 

an Invader, slamming 

them against the roof. 

No character can 

defend against this 

attack. 


Devices 


DEVICES 


The traps you can carry with you aren't the 
only tools available to you for annihilating 
your visitors. At your disposal is an array 

of traps, known as “devices”, built into 

the three castles, each of which can be 

used to your advantage in at least one way. 
Coordinating normal traps and these devices 
elegantly and effectively is the mark of a 
true Master Trapper. 


Consult this list for details and tips on 
exploiting these deadly decorations and 
see Section 7 to learn tricks and techniques 
for making them a part of nearly every 
trap you spring. 


DEVICE PROFILES 


BOULDER 


Locations: King’s Palace, Ruins 

Effect: Drops on victims, crushing them. 
Triggered: Only by Quake Bomb (if set 
off within two blocks) and Cataclysm. 


CASKET (IRON MAIDEN) 


Locations: Ruins 

Effect: Closes on victim, impaling them. 
Triggered: The target must walk or be thrown 
into the square in front of this classic torture 
device. Throws or pushes work best. 


DEATH FAN 


Locations: King’s Palace, Ruins 

Effect: A brutal four-hit combo as 

the hapless victim is tied up in the 
sharpened fan blades. 

Triggered: Place either Floor Lift or Rising 
Floor in one of the blocks around the fan 
(you can’t place anything on the block 
directly below the fan or any other Device). 
When an Invader steps on the trap, send 
them to the roof and the salad shooter-like 
action is automatic. 


FALSE ROOF 


Locations: Ruins 


Effect: Roof drops on everyone in room, 
crushing them. 

Triggered: Entry into a room with a False 
Roof causes it to fall, though not immediately. 
This device resets and falls repeatedly if one 
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stays in the room. The only way to use this 
trap is to enter the room yourself—you'll 
probably have to bear the brunt of this trap 
to make it work, but it’s worth it if you have 
a tough opponent following you closely. 
There is a six-second delay from when you 
enter a room to when the roof makes con- 
tact; if you can get in, lure your pursuers 
behind you, and get out before the roof falls, 
you should be able to seriously injure all but 
the toughest opponents. 


FIRE PIT 


Locations: Castle in the Forest, Ruins 

Effect: Large, open fireplaces repeatedly 
torch anyone who bumbles beneath 

their mantels. 

Triggered: The only way to get anyone into 
these Pits is to fling them in with a trap that 
predictably throws long distances. The best 
traps for this are either Spring Floor or Smash 
Floor. When calculating distance for the two 
floor tile traps, count the square on which 
the Fire Pit is set as the target square. 


FLOOR PIKE 


Locations: King’s Palace, Ruins 
Effect: Spikes spring from floor, skewering 


anyone who lands on them. 

Triggered: Invaders must be forced onto the 
spikes. Any flinging or pushing traps will 
work fine, and traps that cause an opponent 
to wander or stagger (for example, Confuse 
Gas or any dropping crockery trap like Basin) 
work well but less predictably. 


GUILLOTINE 


Locations: King’s Palace, Ruins 

Effect: Blade falls, slicing victim. 

Let them eat cake. 

Triggered: If someone walks under this trap, 
it'll cut them badly. While no Invaders are 
stupid enough to walk under this obvious 
trap, it’s quite easy to force them into its 
range with the usual flinging/pushing action. 
Confusion/blinding traps work too but, again, 
less predictably. 


Hook 


Locations: Castle in the Forest 

Effect: Swings back and forth, slamming 
anyone who gets in its path. 

Triggered: The hook swings constantly 

and all Invaders automatically avoid it. 

To use it, you must push, throw, or otherwise 


force an opponent into its path at the 
moment it passes. Very hard to do. 


LUMBER SAW 


Locations: Castle in the Forest, 

King’s Palace 

Effect: Cuts anyone walking by or thrown 
across its path into bloody ribbons. 
Triggered: Runs constantly. Invaders 

can be thrown, pulled, or pushed 

into the blade for very serious and 
spectacular damage. 


Maaic LOON 


Locations: Castle in the Forest, King’s 
Palace, Ruins 

Effect: Restores Health to full. 

Triggered: Step on this device to bump 
your Health up to full. Be careful not to 
wander onto it when you don't need it or 
it'll go to waste. Each Magic Loon can 
only be used once. 


Devices 


OIL BARREL 


Locations: King’s Palace 

Effect: When hit with fire, it explodes— 
burning anyone nearby and covering 

them with oil. 

Triggered: Can only be detonated with fire 
attacks or bomb explosions. Once an Invader 
is covered in oil, subsequent fire attacks on 
her will do more damage. Can also be spilled 
by pushing the barrel over (with, for exam- 
ple, Attack Wall); it smashes on the floor and 
spills oil that can be set ablaze. 


Locations: Castle in the Forest, 

King’s Palace, Ruins 

Effect: Razor-sharp blade swings back and 
forth, slicing anyone who walks under it. 
Triggered: Invaders must be forced under 
this swinging hazard. Never a sure bet as 
a follow-up trap because victim must cross 
the blade’s swing as it goes past. 


PILLAR 


Locations: Castle in the Forest, 

King’s Palace 

Effect: Falls over, crushing victim. 

Triggered: By explosions or by pushing. These 
are excellent devices, but be warned that 
Pillars fall in only one direction, no matter 
where the triggering explosion is placed. 
Work best if you contain someone in the 
path of the Pillar and then drop it on them. 


PITFALL 


Locations: Ruins 

Effect: A long injurious drop and victim 
emerges covered in oil. 

Triggered: Invaders can be thrown or pushed 
into Pitfalls, but occasionally just misstep into 
them. Follow this up with a fire attack to set 
the oil-covered 

victim ablaze. 


POWDER BOX 


Locations: Castle in the Forest, 

King’s Palace 

Effect: Explodes, injuring anyone nearby. 
Triggered: Use fire attacks or closely placed 
explosions to set off these boxes in a 

chain reaction. 


Devices 


GERO 


VoLT CHAIR 


Vort WALL 


Locations: Castle in the Forest, 

King’s Palace 

Effect: Electrocutes victim. 

Triggered: Throw or push an invader into the 
chair to deliver the ultimate punishment. If 
you set off a Thunder Volt trap in the same 
room with a Volt Chair, the charge from the 
chair will travel to the site of the Thunder 
Volt, doing extra damage. 


Vort RoD 


Locations: Ruins 

Effect: Electrocutes anyone in its path. 
Triggered: Set up a Spark Rod or Thunder 
Volt in the same room with one of these 
Devices and a wall of electricity will form 
between them. 


Locations: Ruins 

Effect: Fries anyone who walks too close or is 
thrown into it. 

Triggered: Throwing or pushing a victim 
within one square of this impressive-looking 
device exposes them to its electric punch. If 
you set off a Thunder Volt trap in the same 
room with a Volt Wall, the charge from the 
wall will travel to the site of the Thunder 
Volt, doing extra damage. 


WALL SPEAR 


Locations: Castle in the Forest 

Effect: Stabs Invaders who pass into the 
block in front of the spikes. 

Triggered: Move in and out of the wall at a 
constant rate. Invaders automatically avoid 
this, so they must be pushed or thrown into 
target block. 
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CASTLE 
WALKTHROUGHS 


Where you fight in Kagero is as important 
as what you fight with. The three castles, 
therefore, that make up the game's world 
are among your most important weapons 
for several reasons. 


First, you have total freedom of move- 
ment. The castle is yours to protect, and 
yours to roam. The decision of where to 
trap and what room to do battle in is (mostly) 
yours. Your foes, on the other hand, are 
guided either by where you choose to place 
yourself or some other goal that dictates 
their movements. They don't have the 
freedom to improvise or strategize. This is, 
obviously, a tremendous advantage if you 
choose to use it, but to do so you must 
learn the layout of every castle and consult 
your map constantly. 


Overhead map of Castle in the Forest 


Second, you control the castle’s built-in 
traps or “Devices.” Each of the three castles 
is decorated with an array of hazards that 
can be used to polish off your Invaders 
(See Section 4). Some Devices activate auto- 
matically and require no action from you 
(for example, Pendulums), and some can 
only be triggered by interaction with one 
of your traps. In either case, your foes will 
automatically avoid these traps; it’s your job 
to make that avoidance impossible. If you can 
use a room to your advantage, do it. 


Finally, your life depends on knowing 
where the Magic Loons are. The game's only 
power-ups, they’re vital to your survival and 


extremely valuable for racking up maximum 
points. It's within your power to stay close to 
these health restorers or engineer your 
attacks to put you close to them in case of 
emergency. 


Knowing your environment is, therefore, as 
important as knowing your enemy and your 
weapons. 


THE CASTLE IN 
THE FOREST 


Chapters: 1-5, 26 


This training castle is small, with a fair num- 
ber of Devices and only one Magic Loon. The 
confines are a bit close, but there are plenty 
of staircases and choice trap spots to get 
through almost any foe you meet here in the 
first five chapters. When you return here for 
Chapter 26, however, you'll have to face 
some of your strongest opposition in this, 
the game's most basic castle. 


ALTAR ROOM 


The Altar Room: Set projectiles opposite the upper 
door with explosives or containment traps just 
inside. The same can be done at the lower door, 
but the altar itself prevents clear projectile shots— 
stick with explosives or dropped traps at this 
alternate door. 


The room in which you begin the first level, 
it should be your home base. Not only is it a 
room with a Magic Loon, but both entrances 
are above-average trap spots and the stairs 
are narrow enough to set up reliable combos. 
Here you'll find: 


Castle Walkthroughs 


} next to the Magnet, and rock on the stairs). You'll 
% The Magic Loon also notice that Invaders tend to walk around the 
Pendulum in two distinct paths; use these habits 
against them. Be sure to try out a Spring Floor trap 
pointed at the Lumber Saw or the Volt Chair. 


A room of horrors that serves as this castle's 
best trap area. Chock full of Devices and a 
couple of obvious and not-so-obvious bottle- 
necks, a clever trap design in this room is 
often all you'll require to finish the job. This 
room of pain holds: 


% Volt Chair 


The sole Magic Loon awaits you atop the Altar. 
\ 


X Two Wall Spears. 


Take a seat. This hot seat centers the Torture Chamber. 


X Lumber Saw 


Each side of the Altar Room is armed with these 
deadly Wall Spears. 


TORTURE CHAMBER 


You won't be using this saw for wood. 
X Pendulum 


The strategy here is simple. Use the very narrow 
staircase to your advantage whether you stand atop 
it or on the killing floor. Magnet-explosive-rock com- 
binations are the bread and butter of this ideal trap 
spot (Magnet pointing up the stairs, floor explosive 


Hypnotizing isn’t it? Just don’t wander under it. 


Box ROOM 


The Box Room has its uses. The doorways are decent 
places for three-trap combos, but you might not 
want to commit yourself just in case an Invader 
eludes the combo starter. Try setting up a contain- 
ment trap next to one of the Powder Boxes and aim 
a fire projectile or bomb nearby to detonate them. 


A good room, but not ideal, lacking either 
a useful slope or any trap-ready bottlenecks 
(Invaders can cross the room in any direction 
they choose). It does however, have some 
useful Devices: 


You won't use this one very often, but it does do 
some good damage, and Invaders have been known 
to get too close on their own. 


Two Powder Boxes 


Set these off with a Fire Arrow for a big 
sympathetic explosion. 


ENTRY ROOM 


Standard triple-trap staircase set ups work well on 
both stairs. For more style points, set up a Spring (or 
Smash) Floor the appropriate distance from the Fire 
Pit and lure an Invader to take a little flight. 

This largest room is full of trap opportunities 
and rivals the Torture Chamber for its array of 
Devices. Use the stairs extensively and, once 
you get some practice, employ the Pillars and 
the Fire Pit for murderous combinations: 


%* Fire Pit 


Is that Invader I smell? There's always something 
cooking if you play your cards right. 


%* Two Pillars 


Look out below! Knock these over with Attack Walls 
or bombs. Great for preventing escapes. 


The Pillars here fall in fixed directions: the one close 
to the door falls toward the Fire Pit and the one closer 
to the stairs falls toward the opposite staircase. 


Overhead view of the King’s Palace. Notice the secret 
door in the top of the Throne Room. Note also that 
the two doors in the back rooms lead outside and 
aren't accessible to you. 


Chapters: 6-15 


Description: This larger castle is a bit more 
complex, but most of the action happens in 
only a few rooms. 


ENTRY HALL 


You can easily set up effective if not spectacular 
traps on the stairs or on the long upper hallway. 
More daring trappers can utilize the Death Fan or 
Pillar but these are risky (particularly when trying 
to prevent an escape) in this small area due to 
their high failure rate. 


This initial room is a bit too convoluted to set 
up any exceptional combos, but has a great 
staircase and a couple of vicious Devices: 
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TORTURE CHAMBER 


Use Spring Floor to throw opponents into any of 

; this room’s Devices. Of course, use the stairs at every 
** Death Fan opportunity. A bit riskier tactic is to set yourself up in 
the dead-end south of the stairs and fling pursuers 
into either the Lumber Saw or Volt Chair. 


One of three health boosts. Use them wisely. 


Torture Chambers really are the most fun. A 
narrow staircase gives you a good trapper’s 
nest and the usual array of gory Devices 
make the possibilities nearly infinite: 

L 


% Volt Chair 


Cut them to ribbons if you can get them to stay 
on the lift. 


Le . 
x Pillar 


Shocking! 
* Lumber Saw 


Falls toward the center of the room. The other Pillar 
by the stairs doesn’t fall. 


a 
3* Pendulum 


Swinging! Invaders will make a path around this Put Spring Floor on the stairs to throw your pals 
trap, use this to predict where they will walk. into the cutting zone. 
TIERED ROOM * Oil Barrel 


This room requires more creativity than any other. 
Your best bets here are gradual hits inside doors or 
big combos on the stairs. The Devices here, however, f 
make this a room to be reckoned with, if you know x Magic Loon 
how to bring them into play. 


Roll it down the stairs (by putting an Attack Wall 
next to it) and aim a Fire Arrow where it bursts. 


A very complex room with copious Devices 

and many doors. The varying levels here 

make wall traps hard to place, so rely on the 

stairs and floor traps for your opportunities: 
X Boulder 


Centrally located and very useful in the marathon 
fights that take place in this castle. 


Let ‘er roll down the stairs for one of the single 
biggest hits in the game. 


Ke 
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BACK ROOM RIGHT ALTAR ROOM 


The two entrances are the safest battle points in this 
tight but important room. Many opponents can be 
contained at the doorways with good trap combos. 
Containment-projectile combinations will do the 
trick. Also, put Confuse Gas around the doors to 
trick reluctant foes into the room for a kill. 


Try to lure visitors to follow you and push them into 
the Guillotine. An Attack Wall in the southeastern 
corner of this room (on the second row, facing west) 
will push all but the most nimble foes into the 
blade’s path. 


This small chamber off the Tiered Room is 
home to a nasty welcome, but not many 
other prime trapping opportunities. 
Devices include: 


You'll spend most of your time in this 
cramped and convoluted room because 
so many missions involve preventing 
Invaders from setting off the bomb 
planted on the Altar. 


x Guillotine 


Death from above if you can force someone under it. This Altar gets a lot of attention. If any Invaders get 
X Floor Pike to it and fiddle with it, the entire castle blows up. 


Use the area inside each door and the stairs 
as your primary advantages. The Altar Room's 
sole Device is: 


Death from below, same deal. 


Castle Walkthro 


X Floor Pike 


THRONE ROOM FOYER 


These spikes aren't exactly in the most useful point 
in this room, but with good timing they can be useful. 


THRONE ROOM 


The small stairs around the throne are just enough 

to start a rock or ball rolling. Note the hidden door 

in the northwest corner of the room—it looks like a 
wall, but it's not. Long-range projectiles near the two 
doors are also a must. Best of all, however, is a fancy 
Spring Floor west of the Floor Pike. 


A huge open space, but deceptively rich with 
trapping possibilities. There’s nowhere better 
to set up long-range attacks. 

% Floor Pike 


Doesn't it just seem to beg for someone to be 
thrown onto it? 


The Powder Box is useful for big sympathetic explo- 
sions and the Pillar does massive damage if you can 
either time it right or hold someone in its path. 
This small room is a hub for most activity in 
this castle. With four doors and two well- 
placed Devices, you could make a stand in 
this room alone if you had to. 


Pillar 


A good push knocks this Pillar southward. 


X Powder Box 


Boom! Anyone contained near this box will see 
a blinding light. 


Pion: 
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The tight quarters of this room make setting up trap- 
POOL ROOM Device combinations easier than usual, but don’t get 
caught in your own snares. Put a Lift Floor under the 
Death Fan, set off the Powder Box, or fling someone 
onto the Pike. Great spot for turning the tables on a 
relentlessly pursuing foe. 


The Devices here make this small room rather 
useful. Easy to defend (with only one entrance) 
and ample uses for the three Devices make this 
room a hidden gem. 


Floor Pike 


Short stairs are just enough for rolling traps, but it’s 
the long-range projectile attacks from either side of 
the eastern door that will serve you best. 

A third Magic Loon resides here. The small 
staircase and wide-open landing inside the 
eastern door yield surprisingly effective 
combinations. The water, too, is nice for 
electric traps. 


> Magic Loon 


It only takes a little push in this small room. 


X Death Fan 


The few chapters that involve this room will 
probably demand a visit to the Loon. 


BACK ROOM LEFT 


Make them feel the breeze with a nasty Lift Trap. 


X Powder Box 


Overhead view of the Ruins. Note the door in the 
northeast corner of the map; many escapes and 
dramatic entrances occur here. Note, too, the Altar 
Room in the northwest corner. It will often be 
necessary to make sure certain people don’t leave 
that room alive. 


Chapters: 16-25 


Description: A trapper’s dream. The variety 
of rooms, Devices, and paths make this castle 
a challenge. Stairs abound, vicious combos 
suggest themselves in every room, and tight 
spots demand your utmost creativity. Your 
opposition, however, will rise to the chal- 
lenge of this arena as well, with all but a 
few of the game's toughest levels occurring 
within its confines. 


Power Magnets in the corners near doors will grab 
anyone entering this room. Use the short stairs for 
balls and rocks and rig up a nice killer in the south- 
east corner to prevent some important escapes. 


This initial room is flat and wide open, but 
does have a nice raised platform in the mid- 
dle. In addition to its helpful Magic Loon, this 
platform can serve as the launching point for 
many clever traps. Magnet Walls and Iron 
Balls go together well in nearly every corner 
of the room. Devices here are: 


% Magic Loon 


Since most of the action in this level occurs in the 
north, grab this one if you happen to be passing by 
and you need it. 
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X False Roof 


Lead pursuers into this mini-room for big hits. 


j i ful fe 
The wide floor areas make this a useful target for Very risky, solexpett toitake some damage yourself. 


a Smash Floor. 


TORTURE CHAMBER 


Smash Floor against the opposite wall makes for 


Where do you begin? There are so many great cor- a sure thing. 
ners in this room, it’s hard to pick the best one. The 
entire southern approach is as defensible as they x Death Fan 


come, and anyone who runs this gauntlet will find 
themselves kissing a Casket. The Fan and Pendulum 
aren't there for decoration, you know. 


This new-look torture chamber is still as dead- 
ly as the others. Chock full, as usual, with 
gruesome Devices, this one has a great killing 
zone right inside the southernmost door. 
From this narrow hallway, you can set up 
potent three-hit combos right inside the 
doorway, or establish unavoidable combo 
starters at the end of the hall that will bring 
at least one of the room’s Devices into play. 
These Devices are: 


It won't come down, so you gotta bring them to the 
fan with a Rising Floor. 


X Pendulum 


The rows on either side of this Device are good 
trapping zones. 


BACK Door ROOM 


If someone is headed for the door in the northeast 
corner, nothing says “hello” like an Iron Ball rolling 
down the short slope to meet them. This narrow 
alcove has big potential for a variety of traps. 

The area around the Guillotine is, of course, quite 
useful and the western door has a couple of nice 
close corners. 


Most of the escapes you'll see in these 
chapters will occur through the elevated 
exit in this room. Fortunately, this room's 
shape, small slopes, and brutal Devices make 
defending it a breeze. Be careful not to 
bumble into this room via the south door 

or it'll be you under the blade. Take into 
account these Devices: 


Getting Invaders to go under here is no mean feat, 
but (as you know by now) well worth it. 


** Floor Pike 


Its position makes it difficult to coax victims onto it, 
but it can be done. This room, however, has many 
spots that are far better. 


STAIR ROOM 


The staircase leading down to the Volt Wall is your 
best friend. Put a Volt Magnet at the bottom with a 
Thunder Volt next to it, and a Volt Rock on the stairs 
for a rare quadruple electric annihilation. All three 
staircases and the area in front of the lower door are 
prime killing zones. The truly adventurous can set up 
a few lessons in why water and electricity don’t mix. 
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Both of the towering staircases provide all 
the combo possibilities most trappers could 
desire. This hub of the entire castle is an ideal 
location for taking on multiple opponents 
and preventing escapes from the vital Altar 
that lays beyond. Here to aid you are: 


%* Volt Wall 


Big, impressive, deadly. There are many ways to 
involve this Device: some obvious, some not. 


PASSAGEWAY NORTH 


Always set up a rock on the single-tile slope on the 
west side of this room—enemies always hug that 
wall as they cross the room. Explosions just inside 
the doors are great ways to register safe hits. 


This mostly unremarkable room is surprisingly 
versatile. The long east-to-west stretch with 

a small slope makes for great ceiling trap 
possibilities and the shape of the room allows 
for effective blind trapping (you can set off 
the traps, but your enemy can’t see you). 
Your allies here are: 


X Boulder 


Although this trap can only be set off with Quake 
Bomb or Catastrophe, putting a Magnet on the wall 
near this Boulder holds almost anyone helpless. 


X Pendulum 


Easy to avoid and shouldn’t be your first option, 
but useful nevertheless. 


ALTAR ROOM 


Early in your tenure in this castle, your enemies will 
try to find out what the writings on this Altar mean. 
Whether you let them leave the Ruins with that 
information or not seriously impacts the game’s 
ending. Also, as in the King’s Palace, a bomb will 
eventually be placed here, and anyone who violates 
the Altar will send the Ruins blowing sky high. 


The one crucial room in the Ruins, it contains 
the relic that many of your Invaders seek. 


You can choose to defend this room (and the ones 
leading from it) to keep its secrets, or you can let the 
secret get out to trigger two of the game’s six end- 
ings. The huge staircase across from the door is a 
really nasty place for a Volt Rock (“open the door to 
your untimely death”) if you time it with your 
Invaders’ entrance. The Volt Rod and twin streams of 


liquid make this a good room for an electrocution, too. 


You'll find many uses for: 
x Magic Loon 


Couldn't be in a more useful spot, but remember 
that the climb down from this Altar is a long one— 
enemies in close pursuit will undo all the Loon’s 
work in the time it takes you to descend the stairs. 


Put an electric trap opposite to build a deadly volt 
rope across the room. 


FIREPLACE ROOM 


Twin staircases and two deadly Devices combine for 
a favorite room. If you can get an Invader to circle 
the room behind you, you can guide him through a 
variety of traps. The tight confines and varied levels, 
however, make triple-trap set ups a bit difficult. 


This small room is a trapping smorgasbord. If 
you are confident in close-confines trapping, 
you should spend a lot of time here. Drop 
stuff down the stairs, throw folks off the 
landing into the Fire Pit, push Invaders into 
the Pitfall, and burn them when they come 
out covered in oil. There’s even a waterway 
here for some voltage. Fire, oil, water. Who 
says they don’t mix? Here's exactly what's 
cooking in here: 


PASSAGEWAY SOUTH 


Lure visitors to the Pitfall and get them to fall in with There's no difference between this passageway 
some fancy footwork. Then set up Smash Floor on and the Passageway North, and all the same 

the upper landing and use yourself as bait. Throw strategies apply. 

them into the Fire Pit and watch them bum. Identical to its northern counterpart, the value 
of this room shouldn't be underestimated. 
Even the Devices are the same: 


Boulder 


Great as a set-up for a fire attack or good just on its 
own. Be very careful, however, not to fall in yourself. 


Hard to set off, but oh so worth it. 


* Pendulum 


A low-percentage trap but very fun. 


INVADERS 


Every person who walks into your castle is a 
person with a life, a history, and a role. This 
directory will tell you everything you need to 
know about each visitor with concise analysis 
for dealing with them. Consult this guide 
before you begin each Chapter to help you 
decide what traps will be appropriate for the 
cast of characters presented. Note that not all 
Invaders for a particular Chapter will appear 
on the screen before a mission—sometimes 
unexpected guests arrive. To be certain, check 
the individual Chapter walkthroughs in this 
book for a complete list of your foes. 


INVADER PROFILES 


ANGELA 
Class: Shadow 
Hit Points: 70 
Attack Short: 30 
Attack Long: 0 
Defense: 8 
Speed: 62 
Agility: 60 
Appears in: 
22A and 22B 
Always keep your back to a wall unless you 
want the unpleasant surprise of this warrior 
slashing at your neck. She’s tough for her 
class, but hardly overwhelming. In a pinch, 

it might be necessary to take set a risky trap 
(i.e., Spike Wall) and stand very near it with 
your back to it. When Angela strikes, launch 
the trap. You might get nailed too, but she'll 
probably perish first. 


ARIA 

Class: Fighter 
Hit Points: 80 
Attack Short: 18 
Attack Long: 0 
Defense: 20 
Speed: 45 
Agility: 50 
Appears in: 7A 
and 7B 

A very aggressive expert in hand-to-hand 
combat, you will want to keep her at leg’s 
length. Stay out of kick range and her low 
hit point count will let you make short 
work of her. 


ASH 


Class: Soldier 
Hit Points: 110 
Attack Short: 27 
Attack Long: 0 
Defense: 20 
Speed: 38 
Agility: 40 
Appears in: 5B i 
and 13A tA Dink.. 

He has a prodigious number of hit points, but 
beyond that, Ash is no real threat to a decent 
Trapper. He doesn't have much in the way of 
avoidance and tends to attack straight on. 
Treat him roughly and aggressively and you'll 
have no problem. 


BALBORN 
Class: Bomber 
Hit Points: 70 
Attack Short: 15 
Attack Long: 21 
Defense: 18 
Speed: 38 
Agility: 10 
Appears in: 17A 
and 17B 

This explosives expert is one of the brave 
souls sent to fetch the Timenoid secret in the 
Ruins. Immune to all explosives, he'll blow 
himself up if things get too bad. Once he has 
visited the Altar, he will try to escape via the 
Back Door Room. 


BALLANTINE 
Class: Buddhist 

Hit Points: 80 
Attack Short: 15 
Attack Long: 30 
Defense: 20 

Speed: 38 

Agility: 45 

Appears in: 16 

A healer of others (though not himself), 
this quick but weak opponent will do as 
he’s told unless curiosity gets the better of 
him. His long attack is surprisingly potent, 
and it tracks you as you move. Will escape 
if allowed, and won't reappear in 
subsequent levels. 
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BARBALOS 
Class: Sentinel 
Hit Points: 185 
Attack Short: 54 
Attack Long: 0 
Defense: 22 
Speed: 20 
Agility: 0 
Appears in: 14 
A human side of beef, this thug takes a lot 

to go down. If you let him get close (a) you're 
out of your mind, and (b) he'll slaughter you 
with his short attack. Dedicate yourself to 
taking him down in big but gradual steps. 

If abandoned by Zartus, he won't go for 

the Altar. 


BASHBURN 
Class: Crusher 
Hit Points: 200 
Attack Short: 54 
Attack Long: 0 
Defense: 12 
Speed: 30 
Agility: 20 
Appears in: 23A 
and 26C 

Slow and plodding, this big guy swings 

a mighty weapon, sending anyone he hits 
across the room. The heavy spell of his attack 
and his superhuman hit point rating make 
this Invader particularly dangerous in close 
confines, especially with multiple enemies. 
Work him from a safe distance. 


BELKDAHL 
Class: Chemist 
Hit Points: 90 
Attack Short: 12 
Attack Long: 18 
Defense: 15 
Speed: 48 
Agility: 60 
Appears in: 15 À j 
This chemist has long-distance attacks more 
deadly for their effects than for their health- 
draining power. Always keep moving around 
him or stay within his short attack range and 
hit him with big stuff. 


BERDICK 
Class: Knight 
Hit Points: 120 
Attack Short: 36 
Attack Long: 0 
Defense: 30 
Speed: 30 
Agility: 0 
Appears in: 23A ¢ ‘ | 
and 26C Ne fait 

A mid-level knight with no distinguishing 
traits. Keep above or below him in any room 
to avoid his lunging attacks, and stay away 
from arrows, explosives, and the usual immu- 
nities that come with plate armor. 


BLACKWORM 
Class: Phantom 

Hit Points: 100 
Attack Short: 18 
Attack Long: 15 
Defense: 8 

Speed: 30 

Agility: 20 

Appears in: 11A 

and 11B 


Another cowardly teleporting Phantom. Kill 
him quickly or he'll just hop all over the cas- 
tle, forcing you to chase him everywhere. He 
won't come find you. Pick away at him with 
bombs, gasses, or containment traps set just 
inside rooms. Chase him into a dead-end 
room, set up traps at the exit, and force him 
to go through the door. 


BLEUGE 
Class: Brute 

Hit Points: 110 
Attack Short: 27 
Attack Long: 12 
Defense: 8 
Speed: 62 
Agility: 60 
Appears in: 15 
Twin cleavers of varying effects (sickness, 
stop, slow) are hurled by this visitor. Her 
quickness and moderate hit points do make 
her a tough opponent, especially when 
teamed with Lazaford, a healer. Alone, she’s 
no real problem; in tandem, she’s a pain. 


Invaders 
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BLOODHORN 
Class: Knight 

Hit Points: 110 
Attack Short: 45 
Attack Long: 0 
Defense: 30 

Speed: 35 

Agility: 0 

Appears in: 26A, 
21B, 26C 

Though he lacks a formal ranged attack, he 
is his own long-range weapon. Give him a 
straight shot at you and he leaps with battle 
axe raised for the kill. Fight him from above 
and move quickly if you see him winding up 
for a jump. 


BorTOS 
Class: Crusher 
Hit Points: 170 
Attack Short: 54 
Attack Long: 0 
Defense: 15 
Speed: 30 
Agility: 25 
Appears in: 17A 
and 17B 


Very slow, but with one of the ee attacks 
in the game and major hit points. Keep your 
distance, but don’t worry about him catching 
up to you unless you let him. Launch from a 
distance and don't ever let him corner you. 
Once he has visited the Altar, he will try to 
escape via the Back Door Room. 


BOSSGUN 
Class: Bomber 
Hit Points: 80 
Attack Short: 15 
Attack Long: 24 
Defense: 18 
Speed: 38 
Agility: 20 
Appears in: 21A 
and 19B 

A minor foe, but his array of bombs can cause 
real problems. Fortunately, they're easy to 
avoid when launched from a distance. He 
self-destructs when desperate, and is other- 
wise immune to explosives. 


CARMINE 
Class: Hunter 
Hit Points: 100 
Attack Short: 24 
Attack Long: 15 
Defense: 20 
Speed: 52 
Agility: 60 
Appears in: 17A 
and 17B A A. 
Only shows up if none of her partners 
escapes with the Timenoid secret. Not 

too intimidating, especially at this level of 
competition, but still quick with a hard-to- 
avoid, long-range attack. Once she has 
visited the Altar, she'll try to escape via 
the Back Door Room. 


CLAIRE 
Class: Archer 
Hit Points: 70 
Attack Short: 9 
Attack Long: 9 
Defense: 10 
Speed: 48 
Agility: 50 
Appears in: 9 L 
Quick but easy to beat. It hent take long 
to dispose of her unless she lands a bunch of 
her very-hard-to-avoid arrows. They don't do 
a lot of damage, but you stand a slim chance 
of getting out of their way. 


CLAUDIA 
Class: Archer 
Hit Points: 120 
Attack Short: 12 
Attack Long: 18 
Defense: 12 
Speed: 48 
Agility: 50 
Appears in: 24A 
and 24B 
Resilient for an Archer, Claudia takes some 
work to bring down. Fortunately, she is 
effectively limited to her long-range attack 
(she will only attack in close if threatened), 
which can be avoided with some well-honed 
timing. Hit her with the best stuff you've 
got, and two to three combos should send 
her packing. 


KAGERO 
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CYNTHIA 
Class: Villager 
Hit Points: 60 
Attack Short: 6 
Attack Long: 0 
Defense: 2 
Speed: 25 
Agility: 35 
Appears in: 12 
Helpless. Didn't come here expecting a fight. 
Let her go if you're squeamish (it doesn’t 
affect the game) or put her to rest to get 
the points. 


DAAR 
Class: Villager 
Hit Points: 50 
Attack Short: 9 
Attack Long: 0 
Defense: 2 
Speed: 25 
Agility: 0 
Appears in: 1 
and 2B 
Analysis: 


Daar is a punching bag, hence the invitation. 
Yocal wants you to learn trapping basics on 
someone who won't put up much of a fight. 


DEADMOON 
Class: Warlock 

Hit Points: 120 
Attack Short: 15 
Attack Long: 36 
Defense: 15 

Speed: 30 

Agility: 60 

Appears in: 10A 
and 10B 

You've seen him lurking in the shadows of 
our story for a while and you've met his dou- 
ble, but now he finally arrives in the flesh. 
Tougher than his double, he can regenerate 
health at an impressive rate. He is also very 
reluctant to walk into containment traps. 
You have to pick your battles in locations 
that make avoidance impossible (i.e., the 
Torture Chamber). 


DEADMOON’S DOUBLE 
Class: Warlock 
Hit Points: 90 
Attack Short: 9 
Attack Long: 15 
Defense: 10 
Speed: 25 
Agility: 35 
Appears in: 6 


A wizard with moderate self-healing powers 
and light but difficult-to-avoid projectile 
attack (run in a nice, tight circle to escape it), 
your only real threat from him comes if you 
stand still too long. Once he reaches mini- 
mum distance for his long-range attack, he 
won't approach any further or be lured into 
traps. Keep him moving and corner him 
whenever possible. Most of all, finish him 
quickly so he doesn’t gave time to heal. 


DELFINA 
Class: Voodoo 
Hit Points: 80 
Attack Short: 18 
Attack Long: 12 
Defense: 8 
Speed: 38 
Agility: 60 
Appears in: 8A 
and 8B 
Easy-to-avoid long-range attacks and an 
anemic short-range attack are about all this 
priestess has to offer on the offensive side. 
Her agility, however, makes her very difficult 
to trap. Don’t go for subtlety, hit her with the 
big, fast stuff, and deliver it in places where 
she can't do one of her nimble leaps. 


DESFARD 
Class: Shogun 
Hit Points: 140 
Attack Short: 90 
Attack Long: 0 
Defense: 38 
Speed: 30 
Agility: 30 
Appears in: 25A 
and 25B 

This stern leader of a siall band of knights is 
an army all by himself. All the usual fearsome 
traits of his class with a little extra speed. 


DIVA 

Class: Psycho 
Hit Points: 110 
Attack Short: 21 
Attack Long: 0 
Defense: 8 
Speed: 55 
Agility: 50 
Appears in: 8A 
and 8B 


Somebody's out of medication. Grunts are all 
you'll get from this freak, but you won't want 
much more. With no sense of subtlety or self- 
preservation, Diva is a real killing machine. 
His ferocious speed and agility make him one 
of your deadlier foes. Keep him contained 
and never stand still when he’s around, and 
you should get off with only mild cuts and 
scrapes from his iron claws. 


DORCAS 
Class: Crusher 
Hit Points: 170 
Attack Short: 54 es i 
Attack Long: 0 5 
Defense: 10 
Speed: 30 
Agility: 20 
Appears in: 9 
No speed, no agility, hardly any defense. Just 
brute force. One swing of that hammer will 
send you soaring across the room. His hit 
points are also through the roof. Keep your 
distance, don’t get cornered, and hit him 
with your big stuff. Oh, and don’t drop any- 
thing on him unless he’s contained—he'll 
catch it and throw it at you. 


Dusk 

Class: Priest 

Hit Points: 120 
Attack Short: 9 
Attack Long: 36 
Defense: 20 
Speed: 30 
Agility: 40 
Appears in: 26A, 
21B, 26C Ate 
The King's lackey is surprisingly aggressive. 
Though he has a respectable long-range attack, 
he seems content running to his doom by 
approaching you directly. If he does find his 
courage and starts attacking, lead him through 
doorways and pound him as he enters. 


ECLIPSE 
Class: King 

Hit Points: 140 
Attack Short: 150 
Attack Long: 150 
Defense: 38 
Speed: 42 
Agility: 75 
Appears in: 26A, 
21B, 26C | 
The King has suitably gaudy statistics and is 

a real pain to kill. His short- and long-range 
attacks are unmatched, but he’s unable to 
land either if you stay on platforms above 
him. He also regenerates health at an alarm- 
ing rate. You won't defeat him by hitting him 
hard in one room, retreating to the next, and 
hitting him again. The time it takes to travel 
from room to room is sufficient for the King 
to regain full health. Find a room that allows 
you to get a big attack and follow up with 
another different attack quickly (with built-in 
Devices or rooms that are easy to circle). 


EMILIA 
Class: Villager 
Hit Points: 50 
Attack Short: 3 
Attack Long: 0 
Defense: 0 
Speed: 20 
Agility: 25 
Appears in: 13A 
and 13B 

A young girl. Or is she? You have no choice 
but to eliminate her. You may get a surprise. 


GADOHA 
Class: Drone 

Hit Points: 110 
Attack Short: 24 
Attack Long: 54 
Defense: 35 
Speed: 25 
Agility: 10 
Appears in: 20A 
and 20B 


A monstrous robotic creation, it only has eyes 
for you now. It’s tough and slow, but it has 

a nearly impossible-to-avoid tracking fireball 
projectile. Fight from around corners and 
place traps just inside doors, and hit this 
scrap metal hard when it enters the room. 
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GALDRAKE 
Class: Pyromaniac 
Hit Points: 130 
Attack Short: 45 
Attack Long: 24 
Defense: 12 
Speed: 35 

Agility: 50 
Appears in: 26A, 
21B, 26C 

Burn, baby, burn. Fire and explosive attacks 
are futile on this fire-wielding Magician. Take 
advantage of his paltry defensive skills and 
never give him a clear shot at you. Electricity 
and Magnets work just fine. 


GASTONE 
Class: Crusher 
Hit Points: 140 
Attack Short: 45 
Attack Long: 0 
Defense: 8 
Speed: 25 
Agility: 20 


Appears in: 3A 
and 3B 


Brutal attack if he can catch you. Very slow 
with no agility and no ability to attack from 
long range. “Stay there and I'll kill you!” If he 
gets to you, you'll be sorry—but it should 
never come to that. 


GEIST 

Class: Psycho 
Hit Points: 120 
Attack Short: 24 
Attack Long: 0 
Defense: 8 
Speed: 58 
Agility: 55 
Appears in: 17A 
and 17B 


All mental patients should be armed with 
razor-sharp claw-gloves. Self-preservation 
demands that you dispatch this Invader quick- 
ly and from a great height or distance. If he 
gets anywhere close to you, he'll pounce with 
remarkable fury. Can elude slow traps. Once 
he’s visited the Altar, he'll try to escape via 
the Back Door Room. 


GEIZER 
Class: Shogun 
Hit Points: 140 
Attack Short: 90 
Attack Long: 0 
Defense: 38 
Speed: 25 
Agility: 30 
Appears in: 19A 
and 23B 


Where is a really huge can opener when 

you need one? Geizer is the granddaddy of 
all Shogun, with tremendous resistance to 
attacks from explosions, arrows, rocks, walls, 
and Claws. Stick with electricity and Magnets, 
and you should emerge victorious. Beware his 
disarmingly fast slide attack that can even be 
executed up stairs—never give him an unob- 
structed angle to you. 


GERALD 
Class: Knight 
Hit Points: 100 
Attack Short: 30 
Attack Long: 0 
Defense: 22 
Speed: 30 
Agility: 0 
Appears in: 4 
Slow and lumbering in that heavy armor, 
Gerald would be no match for you but for his 
moderately high hit points. Magnets tend to 
grab his metal shell, and he’s unable to avoid 
any containment traps. Keep your distance 
and finishing him should be a breeze. 


GILARDES 
Class: Shogun 
Hit Points: 150 
Attack Short: 90 
Attack Long: 0 
Defense: 38 
Speed: 30 
Agility: 35 
Appears in: 26A, 
21B, 26C 

A gigantic, hulking figure clad in metal 

is enough to strike terror in the hearts 

of most Trappers. This Shogun has a 
resistance to wall attacks (i.e., Spike Wall) and 
is surprisingly quick. He is, however, highly 
magnetic, making him very easy to trap. 
Don't let him get a clear lane to you or his 
blindingly fast leap will flatten you. 
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GILBALESS 
Class: Knight 
Hit Points: 100 
Attack Short: 36 
Attack Long: 0 
Defense: 28 
Speed: 30 
Agility: 0 
Appears in: 16 
This young knight TF can't ifollow orders. 
Despite his clear instructions to avoid fighting 
you, he just can't help himself. A standard 
Knight in many ways (low agility because of 
his heavy armor), he has a lightning-quick 
leap attack. It can be avoided, however, by 
moving as soon as his jump begins. Will 
escape if allowed, and won't appear on 
subsequent levels. 


GINA 

Class: Archer 
Hit Points: 100 
Attack Short: 9 
Attack Long: 12 
Defense: 10 
Speed: 48 
Agility: 50 
Appears in: 21A 
and 19B 

More a pest than a threat, she can do some 
damage when you are occupied with another 
Invader. Still, her arrows are avoidable and 
one really good combo sends her packing. 


GOATBONE 
Class: Phantom 
Hit Points: 80 
Attack Short: 15 
Attack Long: 12 
Defense: 7 

Speed: 30 

Agility: 20 
Appears in: 9 | 
Old and cowardly. Won't enter othe room if 
you're looking. Smoke him out of his lurking 
with gas attacks or Landmines. Anything that 
will snare him as he sticks one toe through 
the door will do the trick. Watch out for his 
range attacks, however, they can be very 
disorienting. He can disappear or teleport 
when in real trouble. 


GORDEAU 
Class: Enscaver 
Hit Points: 150 
Attack Short: 21 
Attack Long: 0 
Defense: 15 
Speed: 42 
Agility: 35 
Appears in: 21A 
and 19B MA J 
Medium-high hit points and some speed 
are about all he has going for him. No 
ranged attack, moderate short attack, 
and no discernable intelligence. 


GORDIS 
Class: Puppet 
Hit Points: 120 
Attack Short: 24 
Attack Long: 54 
Defense: 35 
Speed: 30 
Agility: 20 
Appears in: 20A 
and 20B 

A hulking, experienced robot with a truly 
lethal weapon. Its head-mounted laser is 
absolutely impossible to dodge and it can be 
fired at all but the most extreme angles. It 
even tracks and strikes instantly. Fight from 
safe positions and peck away at it whenever 
it enters a room. 


GOSTERO 
Class: Thief 

Hit Points: 70 
Attack Short: 24 
Attack Long: 0 
Defense: 15 
Speed: 52 
Agility: 70 
Appears in: 14 
Remarkably agile, but you'll never know it. 
Despite his apparent bravado, he turns 

to jelly when confronted. If you find him 
cowering, set up everything you have over 
his position—he'll be too terrified to avoid 
it. If he does go on the run, he can teleport 
and use stealth to move around unseen. 
When he does reappear, he’s usually retreat- 
ing. If allowed, he will go for the Altar and 
blow up the Palace. 
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GRAND ‘OR 
Class: Soldier 

Hit Points: 100 
Attack Short: 24 
Attack Long: 0 
Defense: 20 

Speed: 38 

Agility: 40 

Appears in: 5A y 
and 13B = 


Somewhat nimble for a fighting man, Grand 
‘Or is a utility soldier—he gets the job done. 
Good hit points, a solid and quick attack, and 
some agility. Claws and Magnets are a bit too 
much for him, and he has no immunities. 


GUNTER 
Class: Crusher 

Hit Points: 185 
Attack Short: 54 {5 > 
Attack Long: 0 k 
Defense: 10 

Speed: 30 

Agility: 50 

Appears in: 12 


This is much man. Strong but slow, Gunter 
wields a huge hammer. He can either send 
you across the room with it or smack it on 
the floor to throw you off balance. His speed 
and lack of agility make him easy to throw 
or crush. Combo but don't waste time with 
too many containment traps—go for the 

big guns. 


GUSTAVE 
Class: Nobleman 
Hit Points: 120 
Attack Short: 9 
Attack Long: 0 
Defense: 12 
Speed: 25 
Agility: 20 
Appears in: 13A 
and 13B 


You won't get him into a stand-up fight, you 
have to trick him or give him no option but 
to run a trap gauntlet. As long as you're in 
his way, he'll go the opposite direction. Use 
this to your advantage to shepherd him 

into a dead-end room, set up traps at the 
entrance, and guide him into the web. If you 
let him dictate the chase, you'll be after him 
forever. If left alone, he'll make a beeline for 
the Altar. 


HAGANE 
Class: Ninja 

Hit Points: 50 
Attack Short: 15 
Attack Long: 6 
Defense: 5 
Speed: 65 
Agility: 65 
Appears in: 6 


Pops up unexpectedly from Deadmoon’'s 
shadow, this Ninja is fast and deft and can 
disappear with ease. When he’s exercising 
stealth, he disappears from your map display. 
He can also sneak into rooms unseen. 
Fortunately, he has the hit points of 

a schoolchild. 


HAWK 
Class: Soldier 
Hit Points: 80 
Attack Short: 24 
Attack Long: 0 
Defense: 15 
Speed: 38 
Agility: 30 
Appears in: 3A 
and 3B 
Stronger than Daar but slightly wimpier than 
Slash. No range and no special skills to speak 
of. Make short work of him. 


HEBEL 
Class: Villager 
Hit Points: 50 
Attack Short: 3 
Attack Long: 0 
Defense: 0 
Speed: 15 
Agility: 20 
Appears in: 11A 
and 11B ł 
Mostly harmless. Alright, entirely harmless. 
He's just here looking for everlasting life. He 
has no defenses or attacks worth mentioning. 
If you let him go, it doesn’t really gain you 
anything (except a warm feeling inside). He'll 
set off the bomb if unattended so either kill 
him or send him on his way. 


HELMUT 
Class: Chemist 
Hit Points: 80 
Attack Short: 9 
Attack Long: 15 
Defense: 15 
Speed: 45 
Agility: 60 
Appears in: 10A 
and 10B L 
This Chemist has some pretty strange range 
attacks with a variety of pharmacological 
weapons. The damage done by these projec- 
tiles is far less than the residual effect (sick- 
ness, darkness, etc.). He's quick and agile, so 
try to contain him as much as possible and 
pound him with heavy objects. He burns 
really well, too. 


HORNSTEIN 
Class: Nobleman 
Hit Points: 110 
Attack Short: 9 
Attack Long: 0 
Defense: 10 
Speed: 20 

Agility: 10 
Appears in: 6, 8B i 
A corpulent and cowardly little rich man, this 
opportunist will beg for your forgiveness and 
return later with his kids to fight for him. OK, 
so he adopts orphans. Big deal! He’s surpris- 
ingly resistant to attack, has high hit points, 
and will avoid confrontation if at all possible. 


HUNNA 
Class: Fighter 
Hit Points: 80 
Attack Short: 18 
Attack Long: 0 
Defense: 12 
Speed: 50 
Agility: 55 


Appears in: 5B 
and 13A 


Deceptively quick, this raw recruit can cause 
a few small problems. Slow-developing traps 
will miss her and she can catch you on stairs 
for a cheap shot. Her close-range attacks, 
however, are very minor—mere mosquito 
bites compared to others you have faced. If 
allowed to escape when her health reaches 
near bottom, her departure will trigger a 
series of alternate chapters. 


INFERNO 
Class: Pyromaniac 
Hit Points: 130 
Attack Short: 45 
Attack Long: 24 
Defense: 12 
Speed: 35 
Agility: 50 
Appears in: 19A 
and 23B L 
Don't even bother with explosions or 
fire with this flame lover. Pretty much 
anything else works fine to whittle down 
his prodigious hit points. 


IZAYOI 
Class: Ninja 

Hit Points: 60 
Attack Short: 15 
Attack Long: 6 
Defense: 8 
Speed: 65 
Agility: 70 
Appears in: 22A 
and 23B 


Sneaky but easily breakable. Never let him 
get behind you and be sure to counterattack 
whenever the opportunity arises. One really 
beefy combo and he'll be begging for mercy. 


JACKAL 
Class: Soldier 
Hit Points: 90 
Attack Short: 24 
Attack Long: 0 
Defense: 18 
Speed: 42 
Agility: 30 
Appears in: 5A 
and 11B 

A straight-up fighter: none too smart, fast, or 
strong. Profoundly mediocre. You should 
have no problem fighting him. Contain and 
combo him whenever possible. 
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JULIA 

Class: Hunter 
Hit Points: 90 
Attack Short: 24 
Attack Long: 12 
Defense: 15 
Speed: 52 
Agility: 60 
Appears in: 5A 
Julia is a solid opponent with some good 
ranged attacks and excellent speed and 
agility. She can wiggle out of most slow traps. 
Her boomerangs are difficult to avoid, but if 
you stick close to boxes, columns, and other 
hiding places, you should be able to dodge 
them. You'll have the opportunity to release 
her; consider it well as it unlocks a series of 
alternate chapters. 


KEITH 

Class: Slasher 
Hit Points: 150 
Attack Short: 54 
Attack Long: 45 
Defense: 28 
Speed: 55 
Agility: 85 
Appears in: 19A 
and 24B malate 
This leader of the rebellion is a good well- 
rounded fighter with an excellent sword 
attack and a painful, if rarely used, long- 
range attack. Still, a good trap involving hard 
containment (Volt Magnet) and falling heavy 
items render him helpless. Before you deliver 
the death blow, consider which ending you 
would like to see (see the walkthrough for 
Chapter 24B in Section 10). 


KILLORD 
Class: Knight 
Hit Points: 120 
Attack Short: 36 
Attack Long: 0 
Defense: 28 
Speed: 30 
Agility: 0 
Appears in: 25A 


Another knight, another guy in loud metal 
menswear. The usual vulnerabilities (Magnets, 
electricity) and resistances (arrows) apply. 


KILLRAIN 
Class: Knight 
Hit Points: 130 
Attack Short: 36 
Attack Long: 0 
Defense: 30 
Speed: 38 
Agility: 0 
Appears in: 25A 
and 25B i j 
Sword-bearing knight of high skill. Still, no 
match for a Trapper of your caliber. 


LAYLA 
Class: Fighter 
Hit Points: 80 
Attack Short: 15 
Attack Long: 0 
Defense: 10 
Speed: 48 
Agility: 60 
Appears in: 10A 
and 10B ' i 
Fast and hard to contain, you have to simply 
hit her with explosives and hope you can con- 
nect on a couple of containment traps. Her 
attacks are not that potent, but she is relent- 
less and very hard to outrun. Pray you don’t 
have her on your tail when you're dashing 
for a Magic Loon. 


LAZAFORD 
Class: Buddhist 
Hit Points: 100 
Attack Short: 18 
Attack Long: 18 
Defense: 20 
Speed: 38 
Agility: 50 
Appears in: 15 WA 
His main attribute is his ability to heal others. 
If you wound one of his compatriots, you'll 
see him disengage his attack and go to make 
contact with his fallen comrade. Set up traps 
behind him to catch him in this mission of 
mercy. Too adept for slow-developing traps 
when they aren't part of a combo. 


Invaders 
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LEGRAL 
Class: Bomber 
Hit Points: 80 
Attack Short: 15 
Attack Long: 18 
Defense: 18 
Speed: 38 
Agility: 20 
Appears in: 7A 
and 7B 
Protected from all forms of explosives, this 
demolitionist can be a deadly adversary. He 
rolls a variety of bombs in your direction, but 
they are slow and easy to avoid. If he’s on 
death's door, he'll blow himself up—don’‘t be 
nearby when he does. 


LEOPOLD 
Class: Soldier 
Hit Points: 140 
Attack Short: 30 
Attack Long: 0 
Defense: 22 
Speed: 45 
Agility: 35 
Appears in: 23B 
A proud leader but no match for you. He has 
no long-range attack, but he'll do you harm 
if you try to face off against him directly. 
Break him, just like you broke his brother. 


LOMBARD 
Class: Knight 
Hit Points: 150 
Attack Short: 45 
Attack Long: 0 
Defense: 30 
Speed: 38 
Agility: 0 
Appears in: 22A 
and 22B 

This elite knight has a tough skin and a 
strong attack, but he’s a very conventional 
fighter. He can be kept contained with fairly 
advanced traps (which you should by all 
rights have by the time you meet him) and 
is easy to outrun. 


LOONGEAR 
Class: Buddhist 
Hit Points: 110 
Attack Short: 15 
Attack Long: 18 
Defense: 22 
Speed: 42 

Agility: 55 
Appears in: 26A, 
21B, 26C 
Fortunately, he can't heal himself, but this 
annoying visitor rushes to heal every member 
of his team. There's nothing more aggravat- 
ing than reducing a foe to his minimal health 
and watching as this bonehead pumps them 
up to full strength. When he appears, make 
eliminating him a priority. 


LORDRED 
Class: Knight 
Hit Points: 110 
Attack Short: 30 
Attack Long: 0 
Defense: 25 
Speed: 30 
Agility: 0 
Appears in: 8A 
and 8B 

Tough and strong, this ironclad chap is 
notable only for his sudden lunging attack. 
Keep on the move, stay on different levels 
whenever possible, and hit him with as many 
containment traps as possible. If he can’t 
attack, he’s helpless. 


MAAGE 
Class: Brute 

Hit Points: 120 
Attack Short: 30 
Attack Long: 15 
Defense: 8 
Speed: 62 
Agility: 60 
Appears in: 23A 
and 26C 


An average attacker with above-average 
defenses and speed. Still, an accomplished 
Trapper should be able to dispatch her 
despite her daunting quickness. Contain her 
whenever possible and dispose of her quickly 
to give her fewer chances to get behind 
your defenses. 


AGERO 
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MATIA 
Class: Assassin 
Hit Points: 50 
Attack Short: 18 
Attack Long: 0 
Defense: 8 
Speed: 60 
Agility: 50 
Appears in: 10A 
and 10B ` i 
A stealthy killer with lethal iron claws. For all 
her apparent mystique, however, she really 
has a glass jaw with a mere 50 hit points. 
Although it takes only a few hits to make her 
assume room temperature, she’s very hard 

to catch because of her ability to appear 

and disappear. 


McLorp 
Class: Soldier 
Hit Points: 100 
Attack Short: 24 
Attack Long: 0 
Defense: 18 
Speed: 42 
Agility: 35 
Appears in: 4 
Don't let his age fool you. Moderately fast 
and agile, you should still have no problem 
pinning him down. 


Mesius 
Class: Voodoo 
Hit Points: 80 
Attack Short: 18 
Attack Long: 15 
Defense: 8 
Speed: 38 
Agility: 65 
Appears in: 13A 
and 13B 


High agility makes her trap-avoidance skills 
top notch. Her projectile attack is moderately 
difficult, but not impossible, to avoid. Don't 
let her get behind you, and you'll be fine. 


Mist 


Class: Shadow 
Hit Points: 70 
Attack Short: 27 
Attack Long: 0 
Defense: 8 
Speed: 60 
Agility: 60 
Appears in: 18 
Hides in plain sight and sneaks up behind you 
when you can least deal with it. Only shows 
up on your map when she’s visible. Can sneak 
into rooms unnoticed. Fortunately, she’s easy 
to kill. If you don’t manage to polish her off, 
she'll depart abruptly, leaving you no chance 
to chase her. 


Mucro 
Class: Ninja 

Hit Points: 60 
Attack Short: 18 
Attack Long: 6 
Defense: 5 
Speed: 62 
Agility: 60 
Appears in: 9 A Banach A 
Like all Ninjas, quick and stealthy. Although 
his hit points are low, his skills are hard to 
match. He can sneak up on you at will, and 
undo all your best-laid traps by showing up 
behind them. When he’s in the game, be 
ready to improvise. 


OBORO 
Class: Ninja 

Hit Points: 60 
Attack Short: 18 
Attack Long: 6 
Defense: 8 
Speed: 65 
Agility: 65 
Appears in: 22A 
and 22B 

Fast, fast, fast and weak, weak, weak. Use 
intense containment traps that trigger very 
quickly and pound him with something pro- 
found. One hefty hit should do it. If you 
can't hold him, though, Oboro will be very 
troublesome. 
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OMEGA 
Class: Zealot 

Hit Points: 90 
Attack Short: 45 
Attack Long: 30 
Defense: 15 
Speed: 42 
Agility: 75 
Appears in: 24A 
and 24B 
Longing for revenge, this visitor can dish out 
a serious beating if you let him corner you. 
His tracking fireball and tractor-beam attack 
are hard to recover from and he tends to fire 
them off in succession. Keep moving, never 
let him get a clear shot at you and, when in 
doubt, kill him very quickly. Magnets have 
no effect. 


OROCH 
Class: Ninja 

Hit Points: 60 
Attack Short: 12 
Attack Long: 6 
Defense: 8 
Speed: 65 
Agility: 65 y 
Appears in: 16 i 
Low on hit points, high on speed. Don’t rely 
on slow traps: falling rocks, Claws, moving 
walls. He’s too quick to get caught unless you 
slow him down first. Will escape if allowed, 
and won't appear on subsequent levels. 


OTTO 
Class: Villager 
Hit Points: 70 
Attack Short: 9 
Attack Long: 0 
Defense: 5 
Speed: 25 
Agility: 25 
Appears in: 13A 
and 13B 

A simple peasant who wasn't expecting a 
fight. He'll make for the Altar and its bomb 
if you let him roam free. Since he won't flee, 
there's only one thing to do with him. 


RADDLEFUSS 
Class: Buddhist 

Hit Points: 90 
Attack Short: 15 
Attack Long: 15 
Defense: 20 
Speed: 38 

Agility: 45 
Appears in: 5A A} 
Equally offensive at close or long range. 
His staff projectiles do track you somewhat 
but can be avoided with some fancy foot- 
work. He has some immunity to gases and 
regenerates health slowly. 


RAIN 

Class: Archer 
Hit Points: 60 
Attack Short: 9 
Attack Long: 9 
Defense: 8 
Speed: 48 
Agility: 50 
Appears in: 4 


Very quick and nimble, can avoid many 
containment traps or slowly developing 
ceiling traps. She has a long-range attack, 
but it’s very easy to avoid; simply sidestep 
when she launches her arrow. Don't attack 
her and her partner immediately: the 
conversation you have dictates the largest 
plot branch in the game. 


RAMDA 
Class: Guard 

Hit Points: 90 
Attack Short: 30 
Attack Long: 18 
Defense: 12 
Speed: 48 
Agility: 65 
Appears in: 18 | 
A bit harder to kill than Sigma, but danger- 
ous in a whole different way. His projectile 
attack does less damage per shot, but he can 
take total control of your movements. As 
with Sigma, hit him hard, hit him fast, and 
don't stick around if he survives a strike. 
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RICARD 
Class: Thief 

Hit Points: 60 
Attack Short: 18 
Attack Long: 0 
Defense: 12 
Speed: 52 
Agility: 65 
Appears in: 7A 
and 7B 


Weak on hit points, he does have some speed 
and his basic attack is not to be sneezed at. 
Keep him contained and he falls right over. 
Not as tricky as his profession would make 
you believe. 


ROSHWALD 
Class: Buddhist 
Hit Points: 90 
Attack Short: 15 
Attack Long: 30 
Defense: 22 
Speed: 38 
Agility: 50 
Appears in: 23A 
and 26C | | 
This visitor is cruel and ruthless to those he 
opposes but very accommodating to his com- 
patriots because of his quick healing powers. 
He cannot, however, heal himself—so if you 
have to pick someone to attack, this is your 
man. His short- and long-range attacks are 
adequate to demand your attention. 


SAKI 

Class: Fighter 
Hit Points: 70 
Attack Short: 15 
Attack Long: 0 
Defense: 10 
Speed: 45 
Agility: 55 
Appears in: 5A 
and 13B 


A pesky little gnat with a roundhouse kick. 
She’s fast and her attack comes quickly, but 
her hit points are her weak spot. A solid 
combo will finish her in one fell swoop. 


SEETHA 
Class: Guardian 
Hit Points: 90 
Attack Short: 27 
Attack Long: 18 
Defense: 10 
Speed: 45 
Agility: 65 
Appears in: 11A 
and 11B 

A floating guardian, this fellow is a real pain. 
He is immune to Magnets and floats above 
Rolling Bombs and Land Mines. His attack, 
while not devastating in terms of hit points, 
will throw you for a loop and knock you out 
of action for a while. You won't get any- 
where with him by simply piling up traps 
inside doors (he'll just hover outside). You 
need to corner and contain him. Not easy 
given the traps you'll probably have when 
you face him. 


SHAYA 
Class: Fighter 
Hit Points: 110 
Attack Short: 24 
Attack Long: 0 
Defense: 12 
Speed: 48 
Agility: 60 
Appears in: 19A 
and 23B 
Pretty tough for a fighter. If you haven't 
taken these short warriors seriously before, 
perhaps you should start now. With speed 
characteristic of her class, this one can do 
some real, though not debilitating damage. 
She even has a reasonably impressive hit 
point count. Your job, of course, is to liberate 
those points from her. 


SIGMA 
Class: Zealot 

Hit Points: 80 
Attack Short: 45 
Attack Long: 24 
Defense: 12 
Speed: 42 
Agility: 70 
Appears in: 18 
A bit fragile, but a positively brutal ranged 
attack. The damage it does is moderate, but 
the effect is crippling. His very hard-to-avoid 
projectile knocks you straight up in the air 


leaving you wide open for another, and 
another, and another. If he eludes your 
trap (Magnets have no effect on him, and 
his avoidance abilities are first rate), he'll 
recover almost instantly and counterattack. 
Second best strategy: hit him and run away. 
Best strategy: knock him out with one 
good combo. 


SLASH 
Class: Soldier 
Hit Points: 90 
Attack Short: 21 
Attack Long: 0 
Defense: 15 
Speed: 38 
Agility: 35 
Appears in: 2A 
and 2B 

Slash is certainly tough looking. At the early 
stage you meet him, he’s a fairly tough oppo- 
nent indeed. Don’t let him get too close— 
retreat whenever things go wrong. Two good 
combos (even with the rudimentary traps you 
have available) will knock him off. 


SPARTUS 
Class: Sentinel 
Hit Points: 200 
Attack Short: 54 
Attack Long: 0 
Defense: 22 
Speed: 20 
Agility: 0 
Appears in: 21A 
and 19B 

Don't let his slow gait fool you. When he 
leaps to attack like a wrestler, he covers a lot 
of ground in the blink of an eye. No charac- 
ter has more hit points, and few can deliver 
more hurt in one blow. Keep your distance 
and move quickly when you see him leap. 


STATZ 

Class: Thief 

Hit Points: 60 
Attack Short: 21 
Attack Long: 0 
Defense: 15 
Speed: 52 
Agility: 65 
Appears in: 5B 
and 11A 


He has okay-looking stats, but he won't 
really use them. You'll most likely find him 
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cowering in a remote corner of the castle 
once you've killed his fellow rookie soldiers. 
If he does choose to fight, mind his above- 
average speed. 


SYLVIA 
Class: Assassin 
Hit Points: 50 
Attack Short: 18 
Attack Long: 0 
Defense: 8 
Speed: 60 
Agility: 50 
Appears in: 15 


Usually invisible, Sylvia is a stealthy assassin 
with lots of speed and agility but no long- 
range attacks and the hit points of an infant. 
Her main weapon is her ability to move 
unseen. Keep your back to the wall to 
prevent her from getting behind you. 


TOMA 
Class: Villager 
Hit Points: 50 
Attack Short: 9 
Attack Long: 0 


S 


Defense: 5 

Speed: 30 ‘ 
Agility: Bo (eA 4 
Appears in: 12 = sent | 


Just a kid. Shouldn't pose any trouble for you. 
Will escape if you let him. 


URSULA 
Class: Hunter 
Hit Points: 100 
Attack Short: 21 
Attack Long: 15 
Defense: 18 
Speed: 52 
Agility: 60 
Appears in: 14 
Sleek hunter but makes herself kind of 

a decoy. If she gets you in range, she can do 
some damage, but you shouldn't let that 
happen. While she waits for you to make 
your first move, attack her full bore from the 
upper portion of the Entry Hall. If she does 
escape this assault, treat her as any fast 
opponent: lots of containment traps. 
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VALMER 
Class: Knight 
Hit Points: 100 
Attack Short: 45 
Attack Long: 0 
Defense: 30 
Speed: 30 
Agility: 0 
Appears in: 25A 
and 25B 
Knights don't get much easier to beat than 
this. Just pop a Magnet near him and throw 
whatever you want at his poor, helpless soul. 
Watch out, however, for his above-average 
attack damage. 


VALVOLT 
Class: Magician 
Hit Points: 90 # 
Attack Short: 15 
Attack Long: 90 
Defense: 18 
Speed: 35 
Agility: 75 
Appears in: 23A l 
and 26C a 
You may find this thrower of lightning easy to 
kill, but that’s only if you somehow get the 
jump on him. The more time you give him to 
attack, the better the chance he'll summon a 
jolt of electricity just for you. When you see 
him raise his hand to conjure, nail him. Better 
yet, get out of the room and set up the fight in 
the next. Lightning can be cast around corners, 
so if you're in a room with him, you're in dan- 
ger. He is, of course, immune to electric attacks. 


VELVET 
Class: Voodoo 
Hit Points: 90 
Attack Short: 18 
Attack Long: 18 
Defense: 8 
Speed: 38 
Agility: 65 
Appears in: 23A 
and 26C h 
Speed and agility are important in larger cas- 
tles but less in small ones. With weak attacks 
and a hit-point rating just short of average, 
this visitor will be only a fond memory after 
two attacks (at most). 


VERMILION 
Class: Knight 

Hit Points: 120 
Attack Short: 36 
Attack Long: 0 
Defense: 30 
Speed: 38 

Agility: 0 
Appears in: 26A, 
21B, 26C 

A strong, but plain vanilla knight. He’s sur- 
prisingly quick and his attack does sting, but 
given the company in which you will meet 
him, he is comparatively mild. Take your time 
and he should be no problem. 


VOGUES 
Class: Leader 
Hit Points: 90 
Attack Short: 18 
Attack Long: 15 
Defense: 5 
Speed: 330 
Agility: 25 
Appears in: 20A 
and 20B 


This Timenoid sorcerer would be an easy vic- 
tory save for his tendency to lurk in door- 
ways. Fight fire with fire by simply planting 
an explosive charge inside any doorway he’s 
hovering around. When he dips a toe into 
the room, trigger the trap. It'll take a while, 
but it'll work—and it'll get him out of your 
hair while you deal with his “children.” 


VoiD 

Class: Warlock 
Hit Points: 120 
Attack Short: 15 
Attack Long: 30 
Defense: 12 
Speed: 30 
Agility: 50 i 
Appears in: 14 > j 


This towering wizard regenerates health and 
has a punishing long-range attack. You prob- 
ably won't be able to finish him in one 
attack, but two good combos in quick succes- 
sion will do the job—you may have to move 
traps around a room and predict his move- 
ments. Remember that he'll make a beeline 
for the Altar (but won't set off the bomb) 
and will then make for the Entry Hall. Use 
this path against him. 
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VOLCANO 
Class: Pyromaniac 
Hit Points: 100 
Attack Short: 45 
Attack Long: 21 
Defense: 12 
Speed: 35 

Agility: 50 
Appears in: 9 


Not surprisingly, this fire lover is, himself, 
immune to fire attacks, so don't even bother. 
His long-range triple fireball isn’t as deadly as 
it looks but it’s no fun either. 


WARKEN 
Class: Psycho 
Hit Points: 130 
Attack Short: 27 
Attack Long: 0 
Defense: 10 
Speed: 58 
Agility: 50 
Appears in: 24A 
and 24B 
Warken, the sensitive Psycho. His tender rela- 
tionship with Claudia is touching, but none of 
it matters when the two of them are sur- 
rounding you and ripping your flesh. His 
clawing, leaping attack is tough to take and 
hard to avoid. Hit him with heavy stuff and 
keep him contained. Once his speed has been 
taken away by a hit of any significance, he’s 
totally vulnerable. 


YOCAL 
Class: Shinto 
Hit Points: 100 
Attack Short: 24 
Attack Long: 54 
Defense: 8 
Speed: 48 
Agility: 85 
Appears in: 25A 
and 25B WA AY 
Much as it pains you, you have no choice but 
to kill the woman you've always considered 
your mother. Mom has a vicious long-distance 
lightning attack that she'll use freely if you 
don't make the first move. It does some pret- 
ty nasty damage. She also regenerates health 
at a high rate, so be efficient with your 
attacks and don’t give her too much time 
to recover. 


ZARTUS 
Class: Enscaver 
Hit Points: 150 
Attack Short: 18 
Attack Long: 0 
Defense: 12 
Speed: 38 
Agility: 30 
Appears in: 14 


Very tough and singleminded. He'll attack 
you if you try to detour him from his quest to 
get to the Palace Altar, but his priority is get- 
ting to the Altar Room. Let him pass you by 
and set up a combo at every exit en route to 
the Altar Room. 


ZEVERGINE 


Class: Chemist 
Hit Points: 100 
Attack Short: 12 
Attack Long: 18 
Defense: 18 
Speed: 48 

Agility: 65 
Appears in: 24A 
and 24B 

Sneaky and ready with an array of projectile 
attacks, this Invader can be a real nuisance. He 
can also make trouble if he heads for the 
Ruins’ Altar and its hidden bomb. Contain him 
and stay close so he can’t use his long-range 
attack—if you wait for him to walk onto a 
trap, he'll take a third of your health just 
chucking things at you while you wait in vain. 


ZODIAC 
Class: Magician 
Hit Points: 100 
Attack Short: 15 
Attack Long: 90 
Defense: 18 
Speed: 38 
Agility: 80 
Appears in: 26A, 
21B, 26C 

His immunity to electricity is annoying, but 
his use of it is downright painful. Zodiac can 
summon a bolt of lightning upon you from 
anywhere in the same room, whether he can 
see you or not. Attack him exclusively as he 
enters rooms and never stop moving. 
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TRAPPING IOI 


So you know your traps, you know your 
enemies, your know your environment. Now 
its down to the nitty-gritty, the brass tacks, 
the down and dirty, the grunt work. It's time 
to actually learn to trap. 


Obviously, the only way to be really 
adept at the art of trapping is to practice, 
practice, practice. And the early levels of 
Kagero provide many opportunities for just 
that. Still, there are many lessons, both subtle 
and not so subtle, that can be best imparted 
by someone who's been there. 


So, before cranking up the PlayStation™, 
have a seat and consider these elements, 
basic and advanced, that will enable you not 
only to trap and win in Kagero but to do so 
with style and panache. 


This guide assumes that you understand 
the basic PlayStation controls for accessing 
and manipulating the Trap Planning 
Interface. 


BASIC TRAP 
PLACEMENT 


Surprisingly, one of the hardest parts of trap- 
ping is also the most basic. There are impor- 
tant rules governing how and where you can 
place traps on the maps and the degree to 
which many traps can target the same spot. 


TRAP ICONS 


Each of the three varieties of traps have a 
colored icon that indicates (to you, others 
can’t see them) where the trap is placed. 


When you enter the Trap Interface and select 
your trap, you'll place one of these icons on 
a square (or squares) of the map. When you 
return to the 3-D world to do battle, the 
traps will be represented by large, glowing 
spheres in one of these three colors: 


BLUE: FLOOR TRAP 


A blue Floor Trap marker. 


RED: WALL TRAP 


A red Wall Trap marker. 
GREEN: CEILING TRAP 


Your Trap Interface is where you do your magic. 


A green Ceiling Trap marker. 


ONLY ONE TRAP PER SQUARE 


Only one trap can occupy any square. How, 
then, you ask, can you set up multi-trap 
combos? Well, the answer is in where the 
trap comes from...sort of. 


Pile ‘em up for combination action. 


A Floor Trap occupies one square on the 
floor, and nothing else can be placed there. 
A Wall Trap, not surprisingly, is placed on a 
wall. Its area of effect may be shown as col- 
ored floor tiles, but the reality is that the trap 
placement target is on the wall, not the floor. 


Notice the square emanating from the Wall Trap 
target: It tells you what area the Wall Trap affects. 
This same fine distinction, alas, doesn’t hold 
for Ceiling Traps. Although the trap is coming 
from above, not below, you won't be permit- 
ted to place a Floor and Ceiling Trap on the 
same floor grid square. 


You can’t put it there. Ceiling Traps and Floor Traps 
cannot coexist on the same square. 

Note that castle devices occupy space just 
like normal traps. You can’t, for example, lay 
a Bear Claw on the same square as a Volt 
Chair. That’s obvious. What might surprise 
many, however, is that you can't place Floor 
or Ceiling Traps on the squares under a 
ceiling-based device. This means, for example, 
that you can’t put a Lift Floor directly 
under a Death Fan although the Death Fan 
doesn't touch the floor. The same is true of 
Guillotines. The specifics of how to design 
traps that use these devices are covered later. 


You can't put it there either! You can never put traps 
directly under devices, even when you are trying to 
lift folks into the ceiling-based devices. 


How, then, you ask again, can you set up 
multi-trap combos? When you construct a 
triple-trap combo, place the Floor Trap, then 
the Wall Trap to affect the chosen floor 
square. Place your Ceiling Trap so that it 
affects the chosen square without being 
assigned to it. You can do this for example, 
by placing a Mega Rock on a slope in line 
with the Floor/Ceiling Trap spot you have 
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chosen. This way, the first two traps will do 
their work, and the Ceiling Trap will roll into 
the square. There are countless ways to work 
around this placement limitation, but your 
only limit is your own creativity. 


No way to put three traps in one space. Find a way 
to hit with all three traps by, for example, setting 
up this gas bomb right nearby. 


DOORS AND FURNITURE 


Each castle is decorated with a variety of 
doorways and furnishings that give the 
world a sense of realism and complexity. 
They also impose important limitations on 
your trapping ability. 


Well, you can't put it here either. No traps on doors 
or other significant pieces of furniture. 


Obviously, you can't place Wall Traps on 
doorways. You also can’t place them on walls 
above floor-based furniture. For example, in 
the King’s Palace Torture Chamber, the wall 
is lined with a number of coffins on the floor. 
Although they don’t go up the wall, you 
won't be permitted to put a Wall Trap on 
that spot. 


SuB-WALLS AND COMPLEX ROOMS 


Most rooms don’t have just four walls. Where 
a room contains a raised landing, what you 
see is five walls: four forming the room and 
one created by the side of the raised area. 
The same limitation exists on the sides of 
staircases—they look like walls, but the Trap 
Interface doesn’t see it that way. 


Complex rooms like this make setting Wall Traps 
a bit difficult. 


Frustratingly, you often can’t use these walls 
to set Wall Traps. There are rooms in which 
the only useful ones are these “sub walls,” 
but you aren't permitted to use them. 
Remember that the rules that govern this 
limitation are not exactly precise, so when 
you want to place a Wall Trap, try it to see 
if the Interface will accept it. 


RULES FOR GOOD TRAP PLACEMENT 


Within these limitations, you can place traps 
just about anywhere your imagination wish- 
es. Still, your imagination might not always 
consider whether a trap will actually work. 
Here are some general principles that ensure 
a high success percentage for your traps. 

** Let ‘er roll. Place rolling traps 
(Mega Rock, Spike Ball, Iron Ball, Volt 
Rock, and Flare Rock) on slopes like 
staircases or ramps. Dropping one of 
these traps on flat ground may crush 
an unsuspecting victim, but it won't 
roll. To make the trap mobile, you 
must use gravity to drive it. 


Trapping 101 


The slippery slope will serve you well with many 
of the game’s best traps. 


Use corners. Once you meet foes with 
long-range attacks, you won't be able 
to just stand and wait for an Invader 
to walk toward you. Learn character 
pathfinding patterns, set your traps 
to exploit them, and hide around cor- 
ners to protect yourself from harm. 


That 


Hide around corners and check your overhead map Fast) 


to execute blind traps. 


Plan ahead. Whenever you enter a 
room, set some traps in likely loca- 
tions. It only takes a minute, and time 
doesn't pass while you work. If you 
have a pretty good idea, based on 
your attack strategy, of how foes will 
enter the room, set a focused trap on 
the appropriate door. If, however, 
you're just building random traps, dis- 
tribute them around the room; you 
can always move other traps to work 
with a previously set one. 


| 
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X Take time. Remember that each trap 


Run away! When being chased, bring 
up the Trap Interface the instant you 
enter a room and set a triple-snare 
just inside the door. Get to a safe 
distance and wait for your pursuer 
to enter. 


Cover me! You can also set traps to 
cover an escape. If, for example, you 
know that a trap won't finish a foe, 
set a bomb or gas attack just inside 
your planned exit door. Remember, 
however, not to set the trap too close 
to the door or you'll be, as they say, 
hoisted on your own petard. Place 
the trap at least three squares from 
the door and, as you exit the room, 
hit the trigger button. If you’re lucky, 
your foe will get caught by the trap 
as you exit or will, at least, be slowed. 
The Landmine works well for this pur- 
pose because it's on a timer but can 
also be set off by contact. 


trap marker ahead is your cover for this 
paced escape. Pass by and trigger it as you 


leave the room. 


has a fixed charge time. Recall also 
that traps that stay visible for a time 
after being executed won't begin 
recharging until they disappear. 
Consider these times when you set 
traps. If you're setting an emergency 
set, make sure that you pick 

traps that charge quickly. 
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This Cold Claw needs to thaw before it can even 
begin recharging. 


BASIC TRAP 
EXECUTION 


Even the best laid traps are useless if you 
can’t trigger them properly. This is an issue 
of timing and skill learned primarily through 
doing. There are, however, a few lessons that 
will help you get up to speed quickly. 


INDICATOR 


Down in the bottom right hand corner of the 
screen you'll see the trap indicators. They're 
the colored bars that let you know two things. 
One, when a trap is charged. Two, when 
someone (not necessarily an Intruder) is on 
the trap. 


When a bar is completely full then a trap 
is charged and ready to be set off. Simple. 


When a bar flashes it means that someone 
is on the trap. More on that later. When you 
see an indicator flashing it’s ostensibly time 
to execute the trap. However... 


WATCH YOUR TRAPS 


Your best indication that it’s time to launch a 
trap is your own eyes. You won't have much 
success setting off your traps blind, though 
this method of consulting your overhead map 
and watching the flashing trap indicators is 
necessary in certain situations. Position your- 
self where you can eyeball the trap in ques- 
tion and, when the victim is in position, 

let ‘er rip. 


This is a good viewpoint. You can see the trap site 
and judge for yourself when the best time is to 
launch. You're also in a safe position. 


LOOK AT IT FROM 
ANOTHER ANGLE 


Change the angle on your view to get a 
better look at the trap site. Be aware, 
however, that you can’t move while you 
have your view shifted. 


Use your view adjustments to get a better angle 
from a safe distance. 


DON’T TRUST INDICATORS 


Don't rely exclusively on flashing trap indica- 
tors. They're not accurate enough to be your 
exclusive guide for when to launch a trap. 
They often flash too early or too late and 
even (if you have set the trap next to a wall) 
flash when someone walks by them in the 
room next door. 
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You can see that the victim is nowhere near the 
trap, yet the indicator is still flashing. They're 
helpful, but not perfect. 

They also flash when you are standing 
over the trap—don't laugh, you'll do it 
too eventually. 


You'll learn to read the pace of the indica- 
tors’ flashing to exploit them despite their 
limits. You'll also find situations in which the 
indicators really do help. For example, if you 
are running out of a room and see your Cold 
Claw trap flashing, there is no harm in push- 
ing the button. If you catch someone, great. 
If not, you only lose a few seconds while you 
stop running and launch the trap. This might, 
however, allow your pursuer to catch you, so 
use this technique wisely. 


WITH PRACTICE COMES WISDOM 


Use many traps and use them many times. 
This is the only way to learn how long it 
actually takes a trap to develop. Spike Rock, 
for example, doesn’t fall the instant you 
touch the button. First, it has a built-in time 
while the ball breaks free of its magical 
bonds. Then, you must take into account the 
time the ball takes to plummet to floor level. 
The lower the ceiling, the faster the ball 
drops. Anticipating these times will become 
a sixth sense eventually, so if you’re mistiming 
your traps, don't despair. 


Trapping 101 


The taller the ceilings, the longer traps like this 
take to drop. Consider issues like this with many 
traps. Sometimes, charging time isn’t the only 
consideration. 


BAITING 


Placing traps is only one part of the equation. 
You must also get people to step into your 
traps. Fortunately, none of the Invaders can 
see your traps or are even able to anticipate 
or remember where traps are. Still, you need 
to know a few techniques for luring them 
into the proper places. 


The easiest and safest way to get visitors 
into traps is to place the traps where they 
can't be avoided. On a one-lane staircase is 
an A-list spot. So is just inside most doorways. 
Keep your eyes peeled for these bottlenecks 
through which Invaders must pass. 


If a visitor has no choice but to pass through a 
point, it is a must for trap placement. 


DECEPTION 
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Experience will give you the ability to spot 
patterns. Notice how Invaders handle certain 
rooms. They may appear to roam freely, but 
they don't. In part, the route they take 
depends on where you are in the room, but 
generally they follow established paths. Plant 
traps along these routes for more subtle but 
no less certain traps. 


Every visitor walks around this device in the same 
way. Smells like a trap spot to me. 

Finally, you can lure others into your traps 
using yourself as bait. When you place a trap 
in a large room, keep the trap between you 
and the victim (sidestep to make adjustments) 
and they'll eventually walk right into it. 


Remember that Invaders will head straight for you. 
Use this predictability to influence where they walk. 

You can also affect how an Invader travels 
by where you stand in a room. For example, 
if you set traps on a wide staircase, it helps to 
know which side of the stairs the Invaders 
will take. To ensure the correct approach, 
stand off to the side of the staircase on which 
you set the traps. 


Come into my parlor. 


The Invaders will take the shortest route 
to your tender throat...and you'll make them 
pay for it. Beware this method, however: 

* Invaders with ranged attacks will stop 
advancing when they reach minimum 
attack range. If you just stand there 
and wait for them to resume advanc- 
ing, you're a sitting duck. 


He ain’t comin’ any closer. Time to try 
something else. 


X Some Invaders attack with a sudden 
and speedy jump when they reach a 
certain range. In this instance, your 
timing on the trap will have to be 
that much better and faster. 


ADVANCED 
TRAPPING 


While you can possibly get through all of 
Kagero using only single traps, you can do it 
with a bit more style and a ton more points 
by using combinations and devices. Each of 
these aids takes time to use well and properly. 


COMBINATIONS 


Combinations are essential to many of 
the game’s later levels. They are effective, 
powerful, and elegant. They're also 
surprisingly easy. 

To perform a combination, simply place 
two traps in complimentary positions in 
which they can be set off in sequence. The 
most basic combination trap is to place a Bear 
Trap on the floor and place an Arrow Slit on 
a wall so that the arrow’s path intersects with 
the Bear Trap. Spring the Bear Trap, then fire 
the Arrow. Instant combo. 


Try groupings like this to get the taste for 
combo trapping. 

As you play, you'll learn more complex 
ways of combining traps. For instance, you 
can throw someone from one trap to be held 
by another and struck by yet another. 


The nice thing about combinations is that, 
unlike in fighting games, they really don’t 
take much fine timing after the initial trap is 
triggered. As long as the Invader is never free 
of a trap or device at any time during the 
process, it’s counted as a combination. 


Although you don’t get any extra points 
from combinations, their benefits should be 
obvious. The more quickly you finish off 
opponents, the fewer chances they'll have to 
attack you. Also, the faster you finish a level, 
the better the bonus you'll get at the end of 
the level. 
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If you kill her too quickly, you'll miss out on the 
chance to see alternate chapters. 


Finally, a warning. There are times when 
a story point depends on your pushing an 
Invader to near death, but not killing them. 
This often triggers a dialogue that allows you 
to choose your path. If you go and finish off 
someone important in one hot combo, they 
never have a chance to talk to you. Read over 
each chapter walkthrough before tackling it 
to see if the level contains any of these 
storyline characters. 


WORKING WITH DEVICES 


The earmark of an advanced trapper is the 
ability to use the devices in a room. Sure 
you're limited to three traps at once, but you 
may find there are ways to double that 
amount with creative use of devices. 


Some general principles: 


1. Many devices work automatically if 
someone walks under or near them. Only 
once in a sweet while will an Invader 
accidentally walk right into a device. It's 
rare but it does happen. Normally, you 
must force someone into the kill zone 
of a trap. 


2. Some devices must be activated by 
another trap (for example, Powder 
Boxes, Pillars, or Oil Barrels). 


3. You can be caught in devices, so 
be careful. 
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There are many ways to include devices in 
your traps. 


Throwing or Flinging 

The easiest way to get someone into a device 
is to throw or fling them using traps such as 
Spring Floor or Smash Floor. This is the only 
realistic way to get anyone into a wall-based 
device such as Volt Wall or Casket. 


Have a fling. Throwing bodies across crowded rooms 
is often the best way to use a device. 


Pushing 


Just like throwing, pushing is a great way 
to force an Invader to step into a device. 
Attack Wall, Spike Wall, and Press Wall serve 
this purpose nicely. Obviously, the device 
must fall into the range of the pusher trap 
to be effective. This method works well with 
Pit Falls, Floor Spikes, Pendulums, and 

some Guillotines. 


Pulling 


If you can’t push (for instance, when an 
opposing wall is too far away), you can pull. 
Using any of the game’s floor or wall 
Magnets, you can draw your opponent over 
or into devices within the range of the 
Magnet's effect. This is one of the best ways 
to get Invaders under the Guillotine or onto 
the Floor Pike. 


Blasting 


Bombs Away! You never know which way they'll 
fly, but it sure is fun to watch. 

Most explosive traps send a victim flying 
through the air on impact. This throw can 
send a victim into the arms of a Device. It 

is, however, very unreliable; even if a trap 
specifies its throw range, that direction can't 
be predicted. If you're in a room thick with 
devices, put an explosive in the center and 
maybe you'll get lucky. 

Lifting 

Sometimes you just need a lift. This is the 
case with a Ceiling Device like the Death Fan. 
Simply place Lift Floor or Rising Floor below 
the fan, lure someone onto the trap and 
splat! Remember that you can't put the trap 
in the square directly under the Ceiling 


Device. You must locate it in one of the 
squares surrounding the trap. 


Find the square directly under the Death Fan and 
place your trap in one of its adjoining squares. 


Triggering 

Some devices can be triggered only by certain 
traps. The huge Boulder devices, for instance, 
can be unleashed only by firing off Quake 
Bomb or Cataclysm in the appropriate place. 
Pillars can be caused to fall only with a near- 
by explosion or a push from Attack Wall or its 
cousins. 


Exploding 


Some devices can be ignited by fire or 
explosive traps. This creates a sympathetic 
explosion that does extreme extra damage. 
Oil Barrel and Powder Box, for example, can 
be ignited by aiming a Fire Arrow or Fire 
Ball in their direction. 


Feeling sympathetic? Shooting these boxes sets 
off a chain reaction that can do some serious harm. 


Electrocuting 


All of the game’s electrocution devices 

can be used both by throwing people 

into their range and by harnessing their 
energy through Spark Rod, Thunder Volt, or 
Judgement. These traps pull electricity from 
these devices, creating a “rope” of electricity 
running from device to trap. 


Zap! The most satisfying thing about bringing electric 
traps into the battle is the black smoke that rises 
from the victim's head. 


Guiding 

Sometimes, you can only use yourself to lure 
visitors into Devices. Occasionally, an Invader 
will simply walk too close to a device in an 
effort to find the shortest path to you. More 
often, their final leap attack won't account 
for devices, and they'll jump through an area 
they wouldn't normally walk over. In one 
instance, the only way to trigger a trap is to 
draw an Invader in with your presence—in 
the Ruins, you can only lure someone into the 
False Roof by entering the room yourself; if 
you move quickly enough, you can get out 
before the device falls. 
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WALKTHROUGHS: 
THE CASTLE IN 
THE FOREST 


Entry Hall Box Room 


Altar Room Torture Chamber 


The Castle in the Forest 


These initial walkthroughs will focus on spot- 
ting choice trapping spots and what traps to 
use. They serve as a useful introduction to the 
acquired ability to spot great trap locations. 
\ Also, they take advantage of the only time 
in the game when most players will have 
the same set of traps available to them. Later 
chapters will focus far less on the minutia 
of taking care of each individual Invader. 


CHAPTER 1: AN 
INNOCENT GIRL 


In this chapter, you're introduced to the very 
basics of trapping. You're presented with a 
most defenseless bit of prey and your job is 
to snuff him before he escapes the castle. 


On the eastern staircase, set up a Bear Trap at the 
bottom, an Arrow Slit on the wall opposite the 
Bear Trap, and a Mega Rock at the top. 


Don’t waste your time setting up traps in any 
room but the Entry Hall. Walk yourself to this 
room and immediately activate your trap- 
planning interface and set up something like 
the screen above. Then, confront Daar. Your 
answers to his questions are irrelevant, save 
that if you tell him no one else is at home, 
he'll briefly explore himself rather than ask- 
ing you to notify anyone of his presence. 


If Daar somehow escapes your first attempt, set up 
the same Floor and Wall Traps just inside the exit 
door to complete the job. 


In either case, he suddenly realizes that some- 
thing is amiss and makes for the door via the 
eastern staircase. It shouldn't take much to do 
the poor chap in. 


If, however, you are unable to nail him 
or you desire to detour onto a brief alternate 
plot track, letting Daar flee will have an 
impact. His escape triggers different versions 
of Chapters 2 and 3, and he'll return in 
Chapter 2B. 


Next: If you killed Daar, Chapter 2A. 


If you let him live for now, Chapter 2B. 


CHAPTER 2A: 


CASTLE OF DOOM 


ash : 
s know t ere rel 
~ You Killed Ami o 
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Slash comes alone to look for Daar. Finding 
only you, he quickly realizes that you killed 
Daar—and he must do the same to you. 
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On the western staircase, use a Mega Rock on 

the slope and a Magnet with a Small Bomb right 
at the bottom. 

From your post atop the Entry Hall stairs, all 
the cards are yours. Immediately engineer a 
trap similar to the one in Chapter 1, but this 
time on the western staircase. 


It doesn’t matter which traps you use, but 
a double-whammy Floor/Wall combination at 
the base of the stairs, and a Rolling Rock atop 
the stairs is a winner every time. If you are 
using any traps that charge slower than the 
basic traps, try setting the Floor/Ceiling 
combo halfway up the stairs to give them 
more time to charge. 


If you don’t get Slash on the first attempt, 
simply circle around the room and come back 
up the western staircase. He'll follow and 
walk right into your trap again. 


=e 


Stick him, pound him, and blow him up. Standing in 
this spot lures your victim into the teeth of the trap. 


Next: japter 3A 


CHAPTER 2B: A 
FOOL’s FORTUNE 


ail 
= Slas z 
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call you there. 
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This alternate Chapter 2 is identical to 
its counterpart except that you get two 
invaders instead of one. Apparently, 
Daar’s experience in the castle was not 
sufficiently traumatizing. 


This chapter begins in the Entry Hall. 
Set up a triple-trap halfway up the western 
staircase to unravel Slash while Daar cowers 
in the foyer. Retreat to the Box Room and 
finish Slash off there. 


Retreat to the Torture Chamber for a little fun. 
Use a Mega Rock on the stairs, Bear Trap and 
Arrow Slit below. 


Continue through the Torture Chamber 
and Daar will pursue, albeit cautiously. If you 
can catch him coming down the Torture 
Chamber stairs after you, one Mega Rock 
hit will do the trick. 


Feeling wooozy! And that’s before the Mega 
Rock hits him. 


Next: pter 3B 


CHAPTER 3A: 
PURSUIT OF FRIENDS 


Plot Po 


Invader(s): Hawk, Gastone 


— 
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Two of Slash's pals come looking for revenge. 


You begin this battle in the Altar Room with 
only an instant to prepare for Gastone’s 
arrival. Set up your traps immediately on the 
stairs—you won't have time for anything on 
the upper landing to charge. 


Note that there’s no “containment” trap here. 
That’s because our prey isn't exactly fleet of foot. 

Gastone has massive hit points, so don’t 
expect to finish him off in this room. Also, 
stay away from his hammer, it does big 
damage and debilitates you for a moment 
after impact. 


Just missing a killer double hit. 


Hawk will come running in from the 
Torture Chamber. His entrance into the Altar 
Room is your cue to run past him to set up 
the next traps in the Torture Chamber. 
Prepare a triple-trap at the bottom of the 
Torture Chamber stairs. 


If you need to continue the battle beyond 
this room, simply move the battle through 
the rooms, counterclockwise. You should be 
able to make it through this with minimal 
damage. 


Next: Chapter 4 
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CHAPTER 3B: CHAPTER 4: 
FRIENDSHIP OATH TANGLED THOUGHTS 


Invader(s): Hawk, Gastone Plot Point: No Invader(s): Gerald, McLord, Rain 
Plot Point: Yes 


d 
„We refuse to 
huRans. Thi 
ion is aborted . 
v ijt 


You'll see a few new things in this chapter. 
First, you get to face your first character with 
a long-range attack (the Archer, Rain). Her 
projectiles are, however, easy to avoid by 
sidestepping just as she fires. 


Later, in the Torture Chamber, we try out some 
new traps for the valuable Initial Trap Bonus. 


The gas helps to get him into the trap, the Heavy 
Claw holds him tight, and the Fire Arrow blows 
the box. All McLord can do 

is watch. 


You begin the level in the Box Room 
facing the Soldier, McLord. Retreat to the 
Torture Chamber and set up the usual array 
on the stairs or draw him into the Torture 
Room and double back into the Box Room 
Looking down on our handiwork. for a style-point combo. A good, solid 
combination in either location should kick 
off McLord. 


His death brings Rain and Gerald into the 
fray. Set up a welcome for them, but consider 
for a moment what you want to do with 
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them. Rather than hitting them the moment 
they meet you, let them address you first. 
Gerald or Rain will ask you why you killed 
McLord. If you answer that killing is your 
mission, a fight will begin. If, on the other 
hand, you answer that there was no other 
way, they will respect your dominion over 
the castle and exit politely, triggering an 
alternate Chapter 5 and (as a result) different 
chapter versions throughout the game. Note 
that if you attack these Invaders as they exit, 
the fight will resume. 


That's got to hurt! 


Note also that these two characters won't 
appear again, so you're losing their points by 
letting them go. 


CHAPTER 5: 
DEATH OF FRIENDS 


Invader(s): Julia, Raddlefuss, Jackal, 
Grand ‘Or, Saki 


Plot Point: Yes 


This will be your toughest test to date. 
You'll need to outlast five moderately 
strong Invaders to get out of this chapter. 
Remember that there’s only one Magic 
Loon, so use it wisely. 


You begin in the Torture Chamber with 
Saki and Jackal in hot pursuit from each 
direction. Trap the Torture Chamber while 
you're here, rush toward Saki (she’s easier to 
kill) and finish her off in the Box Room. Use 
the Powder Boxes to get a good, quick kill. 
When she falls, she is replaced by Grand ‘Or, 
but you should have time to deal with 
Jackal first. 


When it works, keep using it. 


Once Jackal is disposed of, Julia enters 
the fray. You must decide very carefully what 
to do with Julia. She'll ask you if you are 
Millennia (or whatever you have named your 
character). If you say “yes,” she runs off. If 
you wish to prevent her escape, you must kill 
her on the way out or deny your identity 
when she asks. 


LF Ragdlefuss ` 


Even with his health regeneration, there's really no 
combating a two-hit combo with an aerial hit. 


» i ‘EPTION FT 
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Whatever you do with Julia, you must still 
deal with Raddlefuss. This Buddhist slowly 
regenerates hit points, so make an effort to 
finish him quickly. Once all five Invaders are 
gone, the chapter ends. 


Next: Chapter 6 


CHAPTER 5B: 
ORDEAL OF 
THE YOUNG 


Invad Ash, Statz, Hun 
Plot 


Hunn 
ally. 
ran {ire some kind of test. 
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They send a trio of rookies to do battle with 
you...what an insult! These hapless newbies 
will try to gang up on you, but it shouldn’t 
be too hard to take them on one-by-one. 
Clearly, from the quality of this hit squad, 


your opposition isn’t taking you too seriously. 


When an attack is coming from the Box Room, 
set up this handy trio of traps just inside the door. 


Ash is the toughest, Hunna and Statz are 
the quickest. You'll first see the slower Ash 
and the speedy Hunna from your starting 
point in the Torture Chamber. Set up your 
Torture Chamber stair traps and lead Ash up 
the stairs. Continue counterclockwise until 
you eliminate both the initial Invaders. 


Another good spot is on the landing in the Altar 
Room. The long landing is great for long-distance 
attacks like this one. 


Statz won't be much to worry about. 
This rookie Thief is a coward through and 
through. You'll eventually find him hiding 
somewhere in the castle. Plant traps right 
where he stands and watch as he takes the 
punishment. 


You might not, however, want to kill 
“harmless” little Hunna. Be warned, however, 
that letting her live is harder than killing her. 
She is the most aggressive of the three 
Invaders, and it’s no small feat to kill the 
others without finishing her. If you get her 
down to minimal health, she'll decide that 
the fight isn't worth it and will make for 
the exit. 


Next: Chapter 6 
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WALKTHROUGHS: 
KING’S PALACE 


Back Room Left Altar Room 


Back Room Right 


Throne Room 


Tiered Room 


Pool Room 


Torture Chamber 


Entry Hall 


Throne Room Foyer 


The King’s Palace 


This larger castle will offer you ample 
opportunity to stretch your trapping muscles. 
The focus in these walkthroughs will still be 
on fine trapping points, but will focus 
increasingly on the various story points that 
give rise to alternative chapters and potential 
“loss” scenarios. Note that if any of the 
Invaders reach the Altar and accidentally 
blow up the King’s Palace you will trigger 
Ending 5: The King’s Palace Destroyed. 
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CHAPTER 6: 
CASTLE OF HELL 


Invader(s): Deadmoon’s Double, Hagane, 
Hornstein 


Plot Point: Yes 


ay 
t 
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This one gets a little weird. Fortunately, 
however, the opposition isn't too intense. 


You begin in the King’s Throne Room and 
are almost immediately confronted by 
Deadmoon’s Double. You'll have a moment 
to set up a welcoming trap for this Warlock. 
He regenerates hit points, so make an effort 
to pound him with a strong combination. 


Gosh he’s cute when he’s on fire. | love the Oil 
Vase/Fire Arrow combination. 


Unfortunately, this is made more difficult by 
the surprise presence of Hagane, a junior 
Ninja. Although he’s easy to beat if you can 
get a hold of him, getting a hold of him is a 
challange. Retreat to the Altar Room and be 
ready for him to appear somewhere in the 
room (you won't notice him entering). 


This Altar Room setup works well when someone is 
chasing you from the Throne Room. An Oil Vase by 
the door, a Fire Arrow across, and a Land Mine 
provides the triple-whammy. 

When you eliminate either Deadmoon’s 
Double or Hagane, Hornstein enters the 
Palace and begins looking for trouble. At the 
first sign of it, however, he'll turn and run. 
This makes him hard to trap as he'll try to 
avoid occupying the same room as you. To 
flush him out, set traps in a room, run ahead 
of him and cut him off so he has to head 
back to the room you've rigged, and follow 
him into that room. When you enter behind 
him, let loose the traps. 


When you land the first hit on Hornstein, 
he asks you to let him go. If you do, he reap- 
pears in Chapter 8. If you try to kill him any- 
way, you have a challenge ahead of you: He 
packs a bunch of hit points, and you'll have 
to work very hard to get him to expire before 
he gets to the door. If you want to assure 
preventing his escape, go to the Entry Hall 
and build traps to guard the exits. Retrace 
your steps back to wherever he’s taking 
refuge and build traps to anticipate his 
escape route. 


Next: If you played Chapter 5A, 7A. 
If you played Chapter 5B, 7B. 
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CHAPTER 7A: 
COUNTDOWN 
TO RUIN 


Invader(s) 


Legral, Aria 


There are crucial goings on in this episode. 
Unlike the other souls who've ventured into 
your world, this group has a specific agenda. 
One.of them, it seems, has attached a large 
bomb to the Palace’s Altar (in the Altar 
Room). This wrinkle will force you to guard 
this Altar in nearly every upcoming episode; 
if anyone reaches it, the bomb will detonate, 
sending the whole Palace to Kingdom Come. 
But that's for later. 


No huge combo here, but notice the Spike Rock for a 
first blow, the Spike Wall to rake them over the Floor 
Pike, and the Land Mine to offer the final blow. 


You begin this chapter in the Pool Room. 
Immediately set up a solid double or triple 
combination at the entry to the room. After 
Ricard teases you and bolts, he'll return with 
Aria. Rather than stay here to be ganged up 


on, retreat to the Throne Room Foyer. Here 
you can set up all sorts of snares and deal 
with them one at a time. 


The Wonders of Pyrotechnics. 


When you dispose of the first two visitors, 
the Bomber Legral comes to lend a hand. He's 
immune to all sorts of explosives, but is none 
too shy about lobbing all varieties of bombs 
in your direction. Beat him up with any non- 
explosives you have (you'll want to eliminate 
all explosives from your trap set for this chap- 
ter). Be careful, however—if things get really 
desperate, he'll blow himself up and try to 
take you with him. 


Chapter 8A if you killed Hornstein 
in Chapter 6. 


Chapter 8B if you let Hornstein 
escape in Chapter 6. 


CHAPTER 7B: 
TORMENT 


icard, Legral, 
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So 
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Identical to 7A. 


To open the Chapter, protect the room in which you 
start with an Oil Vase, Fire Arrow, and Land Mine. 


Did I mention I love fire and oil. Is that so wrong?. 


Next: Chapter 8A if you killed Hornstein 
in Chapter 6. 


Chapter 8B if you let Hornstein escape 
in Chapter 6. 


CHAPTER 8A: 
LOYAL SOLDIERS 


Hornstein’s adopted children and a friend 
have come to avenge their father. 


Your castle defense begins in the Tiered 
Room facing your first two opponents: 
Delfina and Lordred. There isn't time for any 
traps to charge up in this room, but a good 
strategy would be to arm this room and 
retreat to and decorate the Torture Chamber. 


This one is for the sadistic. The Cold Claw and Mega 
Rock combination in the stairs is pretty standard, but 
the Power Magnet set to draw Invaders into the 
Lumber Saw is the product of a deranged mind. 

The Torture Chamber set-up is limited only by 
your imagination. A standard stairway set-up 
is workmanlike, but serviceable. Once you hit 
with your contraption here, run back to the 
Tiered Room and set off whatever you have 
waiting there. 


EVIL = $ 


Roll out the barrel! A good Attack wall pushes that 
oil barrel right down the stairs. Follow it up with a 
Fire Arrow and you got yourself a campfire. 


As you eliminate your initial duo, you'll 
meet the freakish Diva. Try to stay at least 
one stair flight above him at all times, as his 
leap-strike is quite deadly. Pummel him with 
falling rocks and Magnets and on you'll go 
to the next chapter. 


Ne: hapter 9 


CHAPTER 8B: 
TEST OF LOYALTY 


Invader(s): Lordred, Delfin: Hornstein 


Plot Pi 


Hornstein has brought along his adopted 
children and a friend to take you on. 


Your castle defense begins in Tiered Room 
facing your first two opponents: Delfina and 
Lordred. There isn't time for any traps to 
charge up in this room, but a good strategy 
would be to arm this room and retreat to 
and decorate the Torture Chamber. 


You won't have time for anything in this room to 
charge before the attack comes, but try this set for 
when you get back. Attack Wall behind the barrel, 
Land Mine at the bottom (to ignite the oil that bursts 
from the barrel, and the Mega Rock just cuz. 


The Torture Chamber set-up is limited only by 
your imagination. A standard stairway set-up 
is workmanlike, but serviceable. Once you hit 
with your contraption here, run back to the 
Tiered Room and set off whatever you have 
waiting there. 
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Hornstein is a resilient, but pathetic opponent. 
He's easy to contain and even easier to simply 
drop stuff on. 


As you eliminate your initial duo, you'll 
meet the freakish Diva. Try to stay at least 
one stair flight above him at all times, as his 
leap-strike is quite deadly. Pummel him with 
falling rocks and Magnets. 


Next comes Hornstein. Your liquidation of 
his children/assassins has left the formerly 
cowardly lord ready for action. Too bad he’s 
an inept fighter. His hit points are substantial, 
but he should pose no real threat. Winnow 
away at him and move on. 


Next: Chapter 9 


CHAPTER 9: 
IGNORANT GREED 


Invader(s): Volcano, Mucro, Dorcas, Claire, 
Goatbone 


Plot Point: No 


Siam SS 
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This level is brutal, possibly the hardest one in 
all the game. Essentially, you must defend the 
Altar against all five Invaders. Chances are 

you won't have the opportunity to run off for 
a quick Magic Loon, so you'll have to take 


K 
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very good care of yourself. Only good trap- 
ping and quick wits will get you through this, 
but here are a few facts that may help you 
prepare for the unexpected. 


A standard set-up for this room—you'll be spending 
a lot of time in here. The upper set contains a Spark 
Rod and a Magnet (great for lurking foes) and a 
Spike Rock on the stairs in case they get past the 
first trap. 


Note that if any of these five Invaders 
reaches the Altar when you aren't in the 
room, they'll bumble into the bomb and 
blow the castle sky high. 


The level opens with you in the Throne 
Room and Mucro and Goatbone headed for 
the Altar from opposite sides of the Palace. 
Head straight for the Altar and set up a good 
trap in the center of the room (Mucro won't 
enter through the door). Do battle with him 
while holding off Goatbone (a shy one he is) 
at the door (with gas attacks). 


Got him. Goatbone is a reluctant visitor to your 
room, the only way to pin him down is to, well, 
pin him down. 


Next in line is Claire. She’s an easy kill but 
will take a good chunk of your health with 
her if you don’t snare her quickly. Next up to 
bat is either Volcano or Dorcas. Either way, 
you're in trouble. Both are very difficult to kill 


and are punishing in close confines. Forget 
fire attacks when Volcano is around and use 
containment traps even more than usual on 
both of these menaces. 


If you manage to survive this test, 
it’s smooth (though fun) sailing ahead 
for a while. 


Next: If you killed Julia (Chapter 5A), 10A. 
If you let Julia escape (Chapter 5B), 10B. 


CHAPTER IOA: 
SCREAM IN THE DARK 


Invader(s): Matia, Helmut, Layla, Deadmoon 
Plot Point: No 


Sa Helmut 
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It's time for the menacing Deadmoon and his 
closest cronies to take care of you themselves. 
Somehow, this bunch thinks they can do 
what the others couldn't. Ha! 


You start this precarious mission in the 
Entry Hall, and your first opponents (Matia 
and Helmut) begin in the Tiered Room. It's a 
race to the Altar Room. 


The Altar Room is hard to defend once enemies get 
past the doors. When they do, retreat to this nook 
and set up a defensive trap of a Power Magnet that 


draws foes in, then drop the Spike Rock on them. 
Finally, run out of the nook and, when they follow 
you, launch them with the Spring Floor. This last trick 
will allow you to return to the nook and give your 
traps a chance to recharge. 


When you arrive in the Altar Room, it may 
look like no one’s there, but Matia is stealth- 
ily lurking in one of the corners. Do your best 
to take her out, but she'll disappear briefly if 
you reduce her health to near zero. Don't 
leave her alone or she'll set off the bomb. 


When she bolts and Helmut is dead, 
Deadmoon himself and Layla arrive in the 
Entry Hall. Run off to the Throne Room and 
set up a trap to welcome Layla and her 
master. Make sure this trap is not one easily 
avoided by a fast aggressor, or you'll have 
to retreat back to the Altar Room. 


Look out above! Oh, nevermind. 


Once Layla is eliminated, Matia will return 
to personally guard Deadmoon. Try to isolate 
her and kill her first. 


Once you are ready to tackle Deadmoon 
one-to-one, remember that he can regener- 
ate health at a fair rate. You'll have to unload 
a huge combo on him to send him to the 
other side. 


Lead him into the Torture Chamber for an 
ideal combo spot. When you've defeated all 
four visitors, you move on. 


If you played Chapter 5A, 11A. 
If you played Chapter 5B, 11B. 
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CHAPTER IOB: 
DARKNESS FALLS 


Invader(s): Ma 
Plot Poi 


Helmut, Layla, Deadmoon 


T why 
you kill humans? 


The Throne Room is an excellent battle site. Set up 
the Spring Floor to utilize the Floor Pikes, then follow 
up with a Power Magnet and a Spike Rock. 
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CHAPTER IIA: 
CORRUPTION 


Invader(s): Hebel, Statz, Seetha, Blackworm 
Plot Point: Yes 


In this level, you'll see one of your weakest 

and one of your strongest opponents. You'll 
also have to defend the Altar a bit, but not 
as obsessively as in Chapter 9. 


If you want to prevent all escapes, you will need to 
snuff this old man. When he first comes up the stairs, 
set up this trap to welcome him. The Oil Vase soaks 
him in Oil. When he immediately turns to flee, fire 
the Fire Arrow at him to set him on fire. The Land 
Mine at the top is just in case. 


You start in the Throne Room. Your initial 
opponents will both be headed to the Altar. 
The first to appear (Hebel) is no worry, just a 
weak old Villager. Run to meet him and do 
with him as you see fit, but do it fast. As you 
go to meet him, Statz will show up in Back 
Room Right and bolt for the Altar. 


Race back to the Altar to set up the 
overeager chap. If you get there quickly 
enough (you can save Hebel for later since he 
walks very slowly), you can direct everything 
you have at the eastern entrance. You may, 
however, find him cowering in the corner of 
the room (in which case, set up every trap 
you have where he stands, wait, and let 
loose). Rough Statz up and you'll get some 
new company, a Phantom named Blackworm. 


Sad thing is, he'll just stay there no matter what you 
do to him. It’s almost too easy. Poor Coward. 

Blackworm doesn't have any interest in 
the Altar—only the desire to bring back your 
head. He is, however, a bit too timid to just 
do it. As with previous Phantoms, you'll have 
to corner him or run ahead of him and push 
him back to a trap-infested room. Either way, 
he’s prone to teleporting out of trouble. He 
just isn't that tough, but he’s a real pain to 
pin down. 


Once Blackworm and Hebel are finished, 
you'll meet Seetha, one of your toughest foes 
to date. Magnets seem to have no effect, and 
he’s very careful about falling traps. To make 
matters worse, his projectile attack is fairly 
powerful and deeply debilitating. If you can’t 
kill him quickly enough, he'll decide that you 
aren't worth his time and will take his leave, 
depriving you of his points. Neither he nor 
Hebel return in or affect future chapters. 


Next: Chapter 12 


CHAPTER IIB: 
PRISON OF TIME 
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In this level, you'll see one of your weakest 
and one of your strongest opponents. You'll 
also have to defend the Altar a bit, but not as 
obsessively as in Chapter 9. 


The usual set-up for Altar defense. | prefer the Power 
Magnet, followed by Spike Rock and then the Spark 
Rod for dessert. Your preferences may vary. 


You start in the Throne Room. Your initial 
opposition will both be headed to the Altar. 
The first to appear (Hebel) is no worry, just a 
weak old Villager. Run to meet him and do 
with him as you see fit, but do it fast. As you 
go to meet him, Jackal will show up in Back 
Room Right and bolt for the Altar. 
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Race back to the Altar to set up the 
overeager chap. If you get there quickly 
enough (you can save Hebel for later since he 
walks very slowly), you can direct everything 
you have at the eastern entrance. Rough 
Jackal up and you'll get some new company, 
a Phantom named Blackworm. 


Incoming! This is the last sight you want to witness 
against Seetha. 


Blackworm doesn’t have any interest in 
the Altar—only the desire to bring back your 
head. He is, however, a bit too timid to just 
do it. As with previous Phantoms, you'll have 
to corner him or run ahead of him and push 
him back to a trap-infested room. Either way, 
he’s prone to teleporting out of trouble. He 
just isn't that tough, but he’s a real pain to 
pin down. 


Once Blackworm and Hebel are finished, 
you'll meet Seetha, one of your toughest foes 
to date. Magnets seem to have no effect, and 
he’s very careful about falling traps. To make 
matters worse, his projectile attack is fairly 
powerful and deeply debilitating. If you can’t 
kill him quickly enough, he'll decide that you 
aren't worth his time and will take his leave, 
depriving you of his points. Neither he nor 
Hebel return in or affect future chapters. 


Next: Chapter 12 
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CHAPTER 12: 
FADING SOULS 


Invader(s) 
Plot Poi 


unter, Toma, Cy: 


And away he goes! 


What to do with the rest of the family 
is up to you. You can let them go and it 
doesn't affect the game—or you can go for 
the points. 


Next: If you played Chapter 5A, 13A. 
If you played Chapter 5B, 13B. 
Three Villagers interrupt the parade of 


vengeful killers to find a cure for the boy's 
fatal illness. Unfortunately, this means they're CHAPTER IZA: 
going to make a try for the Altar, and you 


cant allow thal LINGERING THOUGHTS 


Invader(s): Emilia, Mebius, Ash, Hunna, 
Gustave, Otto 
Plot Point: No 


thia, ae 
eae. 


Another variation on the Throne Room theme. Spring 
Floor throws the victim on the Floor Pike, Oil Vase 
soaks them in oil as they recover from the Pike, and 
the rolling bomb lights the flame. 


When you meet Gunter in the Throne 
Room, he asks your permission to approach 
the Altar. If you refuse, he attacks. If, on the 
other hand, you give him permission, he 
trudges toward his doom. Either way, you 
can't let him get to that Altar. A good, 
repeatable trap set up in the Throne Room 
should be all that’s necessary despite Gunter’s 
prodigious hit point total. 


Starting in the Throne Room, run out to the 
Throne Room Foyer to meet your first duo 
coming from the Entry Hall. The Devices in 
this room should be sufficient to wipe out 
both these moderate opponents. If given the 
opportunity, Hunna will flee the scene. 


Walkthroughs: King’s Palace 


Standard set up for using this pillar. Evil Breath 
confuses the target, Cold Claw immobilizes them, 
Spike Wall knocks the Pillar down. 

Once they're eliminated, expect Ash from 
one of the back entrances. Do battle with 
him wherever you see fit. Ash is a fairly raw 
recruit, so he shouldn't pose much difficulty. 


Once he has assumed room temperature, 
you'll face Gustave at one of the other back 
entrances. As befits a Nobleman, he won't 
engage you in battle. You must, therefore, 
corner him into a trap and finish him as 
quickly as possible before he bumbles onto 


the bomb (which he will do if left to wander). 


CHAPTER 13B: 
SYMPATHY’S PRICE 


Invader(s): Emilia, Mebius, Grand ‘Or, Saki, 
Gustave, Otto 


w 


Starting in the Throne Room, run out to the 
Throne Room Foyer to meet your first duo 
coming from the Entry Hall. The Devices in 
this room should be sufficient to wipe out 
both of these moderate opponents. If given 
the opportunity, Saki will flee the scene. 


It may seem heartless, but you have no choice. 


Finally, from the Back Room Right, you'll spy 
a pair of Villagers. Otto, the adult, will also 
eventually and inadvertently blow up the 
castle, so he should be dealt with swiftly. The 
little girl is, however, harmless. Still, you have 
no choice but to treat her as any other 
Invader. Perhaps she isn't what she seems. 


Next: Chapter 14 


This one’s complicated. Unleash the Power Magnet, 
drop the rock as they victim goes past, and set off 
the Land Mine to blow the box. 


Once they're eliminated, expect Grand ‘Or 
from one of the back entrances. Do battle 
with him wherever you see fit. He is only a 
moderately skilled soldier, so he shouldn't 
pose much difficulty. 
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Two for the price of one. Wait until they see what 
comes next. 

Once he's assumed room temperature, 
you'll face Gustave at one of the other back 
entrances. As befits a Nobleman, he won't 
engage you in battle. You must, therefore, 
corner him into a trap and finish him as 
quickly as possible before he bumbles onto 
the bomb (which he will do if left to wander). 


Finally, from the Back Room Right, you'll 
spy a pair of Villagers. Otto, the adult, will 
also eventually and inadvertently blow up the 
castle, so he should be dealt with swiftly. The 
little girl is, however, harmless. Still, you have 
no choice but to treat her as any other 
Invader. Perhaps she isn’t what she seems. 


Ne; hapter 14 


CHAPTER 14: 
SMALL SACRIFICE 


Invader(s): Ursula, Gostero, Void, Zartus, 
Barbalos 


Plot Point: 


With five foes, this would seem like a very 
challenging level. Well, it is, but at least you 
get to face most of them one at a time. 


To begin, rush from the Throne Room to 
the Entry Hall, where Ursula waits to distract 
you while others go for the Altar. She won't 
move until you attack, so make it really 
simple by setting up a snare that she won't 
recover from. 


A clever stair trap. The Power Magnet drags the 
visitor, the Iron Ball falls and is drawn violently to 
the Magnet, and the Land Mine is set to go off as 
the victim stumbles away. 

The moment she expires, Gostero appears in 
the Back Room Right and begins making his 
way to the Altar. Race to the Tiered Room to 
head him off. Odds are he'll retreat to the 
Back Room or find himself stuck, cowering 
in a corner. Fish in a barrel. 


Next, Void enters at the Pool Room and 
heads straight for the Altar. Don’t worry if he 
reaches it, however. He realizes that there's 
nothing to see and begins to make his way to 
the exit in the Entry Hall. You may head him 
off or take off his head; your choice. 


A coward’s death comes in hot fire. 


Finally, Zartus and Barbalos arrive in the 
Entry Hall intending to discover the secret of 
the Altar. Zartus will set off the bomb if he 
reaches the Altar unattended, so be ready to 
head him off. His assistant, however, has no 
interest in this goal and will simply fight you 
anywhere you go. 


Next: Chapter 15 


CHAPTER 15: 
BRAVE PROMISE 


Bleuge, Lazaford, Belkdahl 


Invader(s): Sylvi 


* 
yet 
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Get ready to run as soon as this chapter 
begins to roll. You start in the Tiered Room 
face to face with Bleuge and Lazaford. Jump 
down to the lower tier of the room and set 
some traps behind you on the stairs (they 
won't have time to charge now, but you'll 
probably make your way back here) and head 
for the Torture Chamber. Because Lazaford 
can heal any comrades around him, try to 
either hit Bleuge with the biggest traps you 
have or somehow separate her from 
Lazaford. If you don't get big hits on her, 
he'll just undo all your good work. 


An unhappy welcome. The Power Magnet contains 
the visitor, the Spring Floor casts them over the 
railing and onto the lower floor, and the Iron Ball 
squishes them as they recover. 

Once these two are taking a dirt nap, 
you'll get the next duo of Sylvia and Belkdahl 
running in from the Tiered Room. Go meet 
them in the Throne Room Foyer. You'll proba- 
bly only see Belkdahl because the Assassin, 
Sylvia, will be invisible. Try to keep your back 
to the wall because she'll try to appear 
behind you. If your health is good, set up 
near-suicide traps to get both you and 
Sylvia—she has laughably few hit points, so 
you should be able to outlast her. 


The trap closes. 


Next: Chapter 16 
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WALKTHROUGHS: 
THE RUINS 


Altar Room ™ Passageway North ™ Back Door Room 


Fireplace 
Room 


Passageway South Entry Hall Torture Chamber 


The Ruins 


Now that you're well on your way. to being 
a Master Trapper, you have the power to 
be even more creative. This castle certainly 
encourages deeply innovative strategy. As 
such, the walkthroughs ahead will be more 
brief. The reasons for this are obvious. 


At this stage of the game, no two players 
will have the same set of traps available to 
them. Furthermore, there are fewer plot 
sidelines in this castle, allowing us to focus 
more on what is happening rather than 
what might happen. 


CHAPTER 16: 
THE RUINS DEFILED 


: Gilbaless, Ballantine, Oroch 


: aa £ 
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i captain 300 news! 
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If you don't play this level carefully, two good 
souls will go to waste. All three of the visitors 
here have orders to leave without a fight, but 
you can get them all if you play the level a 
certain way. Note: whether they stay or go 
has no effect on the story line and doesn’t 
trigger alternate chapters. 


In the Stair Room, a good basic trap. The Power 
Magnet sucks in Invaders coming either up or down 
the steps, the Iron Ball flattens them, and the Land 
Mine gives one final heave-ho! 


First, proceed from the Altar Room around 
the map clockwise to meet Gilbaless. This 
zealous fellow will disobey his orders and 
attack you anyway. Lead him into the Back 
Door Room and use that Guillotine. When 
he dies, his two partners will come looking 
for him. 


When up on these landings, you are invincible 
with the right traps. 

Retreat to the Stair Room and set up traps 
on the appropriate staircases. You should 
be able to face the remaining two Invaders 
one at a time because Oroch travels much 
faster than Ballantine. You'll have to work 
quickly with each of these characters or 
they'll make a break for the exit, denying 
you valuable points. 


Next: If you played Chapter 5A, 17A 


If you played Chapter 5B, 17B 


CHAPTER I7A: 
IN RED BLOOD 


Invader(s): Balborn, Geist, Bortos, Carmine 
Plot Point: Yes 


| 
Geist 
is st report i 
‘0 the captain first. 
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The decisions you make in this chapter will 
dictate the flow of the rest of the game. 
All four of the Invaders here are after one 
thing: the Altar. If even one of them leaves 
the castle with the writings on that Altar, 
the story will take a major turn. What this 
means to you is, if you let at least one of 


Prima’s Official Strategy Guide 


these opponents escape, you'll have access to 
Endings 2 and 3. If you kill all four would-be 

thieves, you'll have access to Endings 1 and 4. 
It’s up to you. 


Risky but fun. Oil Vase drops, dousing with Oil, 

Fire Arrow ignites, the Land Mine, just in case. It’s 

nothing new, but it does seem to work well here. 
You begin in Passageway South. You can 

immediately take care of Balborn in the Entry 

Hall, or you can catch him deeper in the Ruins. 

Make for the Back Door Room. 


Each of the four Invaders will exit here. 
Set up some last ditch ambushes here to 
finish anyone who gets past you. Next, trap 
the Stair Room and the Passageway North 
and try to prevent as many of the visitors 
from reaching and/or escaping with the 
information as possible. 


Don’t get caught on these stairs or you'll lose all 
the health you just obtained. 


If you want to let the information out, just 
let one of the Invaders go. That’s all it takes 
to trigger the alternate endings. Kill all the 
others for points. 


Next: If you killed all Invaders in this chapter, 
Chapter 18 and then Chapter 19A. 


If you allowed at least one Invader to 
leave, Chapter 18, and then Chapter 19B. 


CHAPTER 17B: 
CALL OF BLOOD 


Invader(s): Balborn, Gei 
Plot Point: Yes 


ortos, Carmine 


tapral Keith. we’ve 90 
the contents of the atali. 


g “a 


Identical to Chapter 17A 


The point of this chapter is to prevent (or not 
prevent if you want to follow the alternate plot 
line) escapes. If you do want to stop escaping 
Invaders, plant a trap like this in the Back Door 
Room. Power Magnet grabs them at the door, 
Iron Ball pancakes them, and the Land Mine is 
for anyone who gets out of that in one piece. 
It’s a standard set-up, but highly effective. 
Don't rely on traps in this room to stop escapes, 
but you should have them set up just in case. 


Next: If you killed all Invaders in this chapter, Since Sigma and Ramda don’t respond to magnets, 
Chapter 18 and then Chapter 19A. you will have to use something else. Here we have 
If you allowed at least one Invader to an Evil Breath to confuse him, a Spark Rod to shock 
leave, Chapter 18, and then Chapter 19B. him, and a Fire Arrow to burn him. It’s not a killer 
combo, but he’s not a killer Invader either. 


CHAPTER 18: After you eliminate Sigma and Ramda, 
Mist (invisible) will come to you from the 
T S Fireplace Room. Again, fight her in the 
IMENOID HADOWS tightest confines you can find. If you reduce 
Mist to minimal health without killing her, 
she'll call it quits and the chapter will end. 


think 


Pas oneone ai 
on your grave. 


The waiting is the hardest part. 


You begin in the Stair Room with a few 

moments to prepare for the arrival of Sigma. Next: If no one escaped in Chapter 17, 
Forget using dropped rocks and Magnets on Chapter 19A. 

this being. It’s also wise to fight him in tighter If anyone escaped in Chapter 17, 
confines; the freedom of an open area gives RAEI lee 

him enough rein to target you and avoid 
your traps. 
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CHAPTER 19A: THE 
INDELIBLE MARK 


Invader(s): Shaya, izer, Inferno, Keith 
Plot Pi 


You begin in the Stair Room with Shaya and 
Inferno marching to meet you. Set up a big 
combo in front of the Volt Wall and wait for 
the arrival. Once you kill one of these initial 
Invaders, you'll get a visit from Geizer, 
coming from the west. 


Greet them inside the door with a Spike Wall. When 
they think they've recovered from that, give them 
the Iron Ball and the general pow of the Blast Bomb. 


Dispatch each of these would-be murderers 
in turn. Remember that fire attacks won't 
affect Inferno, so you're probably best served 
eliminating them from your trap kit for 
this level. 


Here's the pitch. 


After everyone is gone, you get a visit 
from Keith and Leopold. After Keith gets 
flustered, he bolts, but he'll see you again 
at a later date. 


Next: Chapter 20A 


CHAPTER 19B: 
FINAL GAMBLE 


Invader(s): Gordeau, Spartus, Gina, Bossgun 
Plot Poi 


Peet ts ree, Great 
fed" spart : 


Berserk Gas tenderizes them for the Power 
Magnet and the Spark Rod cooks them up. 


GER 


Walkthroughs: The Ruins Ka NEG 


Deception xO 


To begin this chapter, you find yourself in 
the Torture Chamber with your first two foes 
waiting patiently in the Entry Hall. Set up the 
most vicious trap you can design in the nar- 
row passageway into the Torture Chamber. 
Now, go say hi to the gents in the next room 
to lead them back to your little gauntlet. 


: = 
Agssdun 


ZAP! The bolt of electricity arcs across the room. 


When they’re through, Gina will join the 
action from the Fireplace Room. Finally, the 
Bomber, Bossgun, will begin his hunt from 
the Passageway South. 


Next: Chapter 20B 


CHAPTER 20A: 
REPLICAS DESTROYED 


: Vogues, Gadoha, Gordis 


; ye" You Savina 
you'r 
of what You" ve done? 


ris Egi 


Great, now you've got Timenoids and two 
crazed robots after you. You and your foes 
(Gadoha and his master, Vogues) begin in 
the Entry Hall. Retreat immediately into the 
Torture Chamber and set up a whopper of 


a snare in the narrow entryway. You don’t 
want to be in a wide-open area with Gadoha, 
so continue your fight just inside doors and 
from around corners. 


This one’s fun. Activate the Magnet Floor to bring 
them left, the Spike Wall pushes them to the right, 
and the Iron Ball pushes them into the ground. 


Once he falls to rust, you get a surprise 
from a stronger, more experienced ‘bot 
in Gordis (who enters in the Passageway 
South). Gordis’s projectile is even more 
dangerous than his brother's, so the same 
rules apply to him. 


Here’s our trap in action. The real nice thing is that it 
recharges quickly enough to hit twice. 


Finally, if you haven't already done so, 
slaughter the puppet master who's been 
lurking in the shadows of his creations. 


Next: Chapter 21A 
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CHAPTER 20B: THE 
MASTER’S STRINGS 


Invader(s): Vogues, Gadoha, Gordis 
Plot Point: No 


Doing battle in the Entry Hall can work well, 
especially with Traps like this. Power Magnet 
contains, Iron Ball falls and is sucked to the magnet, 
and Lift Floor pounds them against the roof. 


The projectiles from this robot and his pal 
are almost impossible to avoid. 


Next: Chapter 21B 


CHAPTER 21A: 
2 WRONGS = 1 RIGHT 


Invader(s): Gordeau, Spartus, Gina, Bossgun 
Plot Point: No 


J So raeino th 
| Goddess! She fi set 


us free. Let’s 90! 


If you want to use that Casket, try this one. 
The Power Magnet contains a speedy Invader so the 
Smash Floor can throw them into the Maiden. Then, 
when they think its’ all over, they emerge and get a 
Lava Vase on the head. 


To begin this episode, you find yourself in 
the Torture Chamber with your first two foes 
waiting patiently in the Entry Hall. Set up the 
most vicious trap you can design in the nar- 
row passageway into the Torture Chamber. 
Now, go say hi to the gents in the next room 
to lead them back to your little gauntlet. 


After meeting the Maiden. 


When they're through, Gina will join the 
action from the Fireplace Room. Finally, the 
Bomber, Bossgun, will begin his hunt from . 
the Passageway South. If either of these con- 
testants flee this level, you'll trigger the road 
to Ending 4. If this is what you want to do, 
go ahead and attack Gina and let Bossgun 
make a break for freedom. 


Next: Chapter 22A 


CHAPTER 21B: 
FINAL DESTRUCTION 


Invader(s): Gilardes, Zodiac, Galdrake, 
Bloodhorn, Vermilion, Loongear, Dusk, 
King Eclipse 

Plot Point: No 


= Galdral 
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These aren't good odds. To get through this 
trial by fire, you must dispose of no fewer 
than eight powerful Invaders, including the 
mightiest of all, King Eclipse. 


The Ruins 


There are more combinations available here than 

one imagination can summon. Here, using the hidden 
trap, Evil Kick, is a great one. The Spark Rod pulls 
power from the Volt Wall, the Kick sends the victim 
across the room and the Iron Ball meets them mid- 
air and crashes them to the ground. 


The good news is that the intricate geog- 
raphy of the Ruins allows you to tackle these 
killers with some ease. Stay on raised plat- 
forms, use big combos, and don’t be afraid 
to fall back to other rooms. Above all, be 
patient; the rewards are pretty impressive. 


Even wien all the guards « 


we still can’t take her. 


Burn Baby Burn. If you are not using the Fire Pit 
in the Ruins, you are missing some fun. 

Beware in particular Galdrake’s immunity 
to fire, Zodiac's immunity to electricity, and 
Loongear’s prompt and effective healing 
powers (which he imparts to others with 
aggravating frequency). 


After you've disposed of five of the body- 
guards, the King’s flunky, Dusk, enters the 
fray. He doesn’t have much to offer, but he 
can be dangerous. Once you eliminate the 
last bodyguard and Dusk, real trouble arrives. 


The King has decided to deal with you 
himself. Eclipse has pretty high hit points, but 
he has, bar none, the most punishing attacks 


RO 
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in the game. He can, however, only strike Oboro should be old hat by now. If you want 

when he has a straight line to you, so fight a good room in which to have fun with all 

him in the Stair Room and keep him on the four of these foes, meet them in the Fireplace 

ground. If you manage to knock him out, Room and try to throw all three into the 

it's a feat worth remembering. flames at once (they tend to bunch up 
behind you). 


CHAPTER 22A: 
IMMORTAL 
ANCESTORS 


Invader(s): Lombard, Angela, Oboro, Izayoi 
Plot Point: No 


Summoning power from the heavens. 


Next: Chapter 23A 


CHAPTER 22B: 
BLOODY HANDS 


The Volt Magnet/Thunder Volt combination is a lethal 
dose of electricity and the Iron Ball is the finisher. 
None of these foes should pose any kind of 
problem and you should look at this chapter 
as an opportunity to try out some new com- 
bos. The stealth moves of Angela, Izayoi, and 


Walkthroughs: The Ruins 


GI 


Decept 


Spring Floor substitutes nicely for Evil Kick here. 
Fling the visitor into the Fire Pit, drop the Iron Ball 
when they come out and then Volt ‘em as they 
cross the stream. 


None of these foes should pose any kind 
of problem, and you should look at this chap- 
ter as an opportunity to try out some new 
combos. The stealth moves of Angela and 
Oboro should be old hat by now. If you want 
a good room in which to have fun with all 
three of these foes, meet them in the 
Fireplace Room and try to throw all three 
into the flames at once (they tend to bunch 
up behind you). 


The Fireball cometh. 


Ne: Chapter 


CHAPTER 23A: 
UNQUENCHED 
THIRST 


Invader(s): Berdick, Valvolt, Maage, Bashburn, 
Roshwald, Velvet 


Plot Point: No 


The first two Invaders will arrive on the scene. 
After what you've been through, Berdick 

and Maage are no match for you. Take care 
of them in the Torture Chamber with its 

array of Devices. 


An ultra-electric combo. Volt Magnet pulls and jolts, 
the Thunder Volt ups the voltage, and the Iron Ball 
“grounds” them. 

Now entering the castle in turn are 
the lightning-toting/immune Valvolt, 
the hammering and hit-point-adorned 
Bashburn, the healer Roshwald, and the 
smooth Velvet. Exterminate them all in 
turn and victory is yours. 
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A taste of your own medicine. Don’t hang around in 
a room with this guy, even if you can’t see him, he 
can give you the juice. 


Nex’ apter 24A 


CHAPTER 23B: 
SCARRED MEMORIES 


Invader(s): Shaya, Geizer, Inferno, Izayoi, 
Leopold 


Plot Point: No 


This chapter is a mini-marathon with lots of 
foes of differing skills and strengths. First 
into your domain are Leopold and Shaya. 
Despite their fury over the death of Leopold's 
brother, they're really no match for you. 
Wait for them in your starting room (the 
Stair Room) and pump as much voltage 

into them as possible. 


The Thunder Volt is the big welcome. The Evil Kick 
(or a Spike Wall) pushes under the Guillotine. Let the 
Iron Ball roll when you see the victim coming down 
the hall (about 3/4 of the way). 

Next up are Inferno, Izayoi, and Geizer. 
Dispatch each in turn. Remember that fire 
attacks won't affect Inferno, so you can cut 
them from your trap kit for this level. 


= = 
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Inferno 


The trapping equivalent of dropping an electric eel. 


Once the final villain is wasted, you receive 
a surprise visit from Keith. After a very awk- 
ward confrontation, he exits the level with- 
out a fight. Don’t fret, he'll be back. 


Next Chapter 24B 


CHAPTER 24A: 
BROKEN BONDS 


Invader(s): Omega, Zevergine, Warken, 
Claudia 


Plot Point: No 


xen a 
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Progressive Damage. When they round the corner, 
hit them with the Fire Ball, charge them with the 
Thunder Volt, and spray them with the Heat Breath. 

Trudge from your starting point in the 
Passageway South to meet the happy couple, 
Warken and Claudia. They won't be happy to 
see you and will attack immediately. Retreat 
through the castle until you pick off the two 
of them and Zevergine, the Chemist. Make 
sure you kill him before he reaches the Altar 
or he'll blow the place sky high. 


-h 
Warken 


In the arms of a psycho. 


Once all these Invaders are buried, you'll 
meet Omega, one really angry Zealot. Beware 
his ranged and close attacks, and try to 
combo him before he can retaliate. It should 
only take about two respectable combos to 
rid yourself of him. 


Next: ter 25A 


CHAPTER 24B: 
SHARED WOUNDS 


Invader(s): Omega, Zevergine, Warken, 
Claudia, Keith 
Plot Point: Yes 


From the Passageway South go to meet 
Warken and Claudia. They will attack 
immediately. Retreat through the castle 
until you pick off the two of them and 
Zevergine, the Chemist. 
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A classic triple trap, with the Lava kicker. 


Once all of these Invaders are done, you'll 
meet Omega. Beware his ranged and close 
attacks, and try to combo him before he can 
retaliate. It should only take about two 
respectable combos to rid yourself of him. 


Now is the moment you've been dreading: 
Keith has come to confront you himself. He 
reveals that you and he are siblings and he 
thought you long dead. Your murders of so 
many of his friends, however, obligate him to 
kill you. A fight begins. 


Once you reduce Keith to minimal health, 
he proposes that you stop fighting and run 
off to start life over. If you decide to agree to 
his plan (say “yes”), you trigger a route to 
Ending 3. If, on the other hand, you decide to 
put him out of his misery, you trigger an 
avenue to Ending 2. Make your choice. 


Next: 


Chapter 2 


CHAPTER 25A: 
THOUGHTS 


Invader(s): Desfard, Killrain, Valmer, 
Killord, Yocal 


Plot Point: No 


This level is filled with guys in armor and 
much sadness. You must first fend off the 
three waves of armed killers who precede the 
arrival of foster mom, Yocal. None of these 
foes, save the Shogun Desfard, should pose 
you any trouble unless they find a way to 
gang up on you. Take them one-by-one if 
possible and pace yourself. 


Use the Lift Floor first. As it comes down, release the 
Iron Ball and then fire off the Buzz Saw to clear the 
victim out of the way so you can make tracks. 

After the last tin-can soldier is dead, Yocal 
will arrive and summon you. Meet her, set- 
ting up traps on your way. After she speaks 
to you, the fight begins. Show her no mercy 
because she'll show you none. Beware her 
unavoidable electric attacks, and remember 
that she has high health regeneration. 


Walkthroughs: The Ruins AGERO 


Identical to Chapter 25A. 


Have a little fire. 
First drop the Vase, then launch the Buzz Saw to 


Once you wipe her out, wipe a tear and send them flying back down the hall. By the time 
proceed to the next step. they recover, both traps will be charged again. If 
your target gets past this pair of traps, use the 


Next: If any Invaders escaped the Ruins in Blast Bomb as a backup. 
Chapter 21, then next is 26C. 


If no Invaders escaped in Chapter 21, 
then next is 26A. 


AGONY 


Invader(s): Desfard, Killrain, Valmer, 
Killord, Yocal 


Plot Point: No 


Night mother. 


Next: If you killed Keith in Chapter 24B, go 
to Chapter 26B in the next Section. 


If you spared Keith in Chapter 24B, 


your work is done. Proceed directly 
to Ending 2. 


illra 
i can attack from 
Bal tse atte 
= let her get away! a 
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WALKTHROUGHS: 
FINALES AND 
ENDINGS 


Entry Hall Box Room 


Altar Room Torture Chamber 


The Castle in the Forest 


You've come this far. Now it’s time to finish 
business. Below are each of the six ending 
scenarios that complete the many stories 
contained in Kagero. Consult the previous 
chapter for which path to follow and then 
fight bravely. 

At the end of this chapter, you'll find a 
bonus list of Secret Traps that result from 
finishing each and all endings in the game. 


Walkthroughs: Finales and Endings 


CHAPTER 26A: 
RELIEF 


Priest Dusk 
Her nane is Deirdre. 
She is a human. 


Invader(s): Gilardes, Zodiac, Galdrake, 
Bloodhorn, Vermilion, Loongear, 
Dusk, King Eclipse 

Resulting Ending: Ending 1 


These aren't good odds. To get through this 
trial by fire, you must dispose of no fewer 
than eight powerful Invaders, including the 
mightiest of all, King Eclipse. 
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In the tiny confines of this castle, it will be necessary 
to really wallop King Eclipse so that his speedy 
health regeneration can be overcome. This trap does 
the job. Draw Eclipse to you near the front door, use 
Spring Floor to catapult him into the Fire Pit. As he 
emerges, he will be dazed and, therefore, unable to 
catch the falling Iron Ball as it crushes him. Do this 
twice in rapid succession and the victory is yours. 
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Worse yet, you have to conduct this fight in 
the confines of the Castle in the Forest with 
its sole Magic Loon. You'll have to take very 
good care of yourself to withstand the waves 
of attackers in this final mission. 


Beware in particular Galdrake’s immunity 
to fire, Zodiac's immunity to electricity, and 
Loongear’s prompt and effective healing 
powers (which he imparts to others with 
aggravating frequency). 


After you've disposed of five of the body- 
guards, the King’s flunky, Dusk, enters the 
fray. He doesn’t have much to offer, but he 
can be dangerous. Once you eliminate the 
last bodyguard and Dusk, real trouble arrives. 

Te 


yp. Bloochorn 


The hot breath of death is a great way chip away 

at the strong foes you will meet here. 

The King has decided to deal with you himself. 
Eclipse has pretty high hit points, but he has, 
bar none, the most punishing attacks in the 
game. Among his defenses are his ability to 
catch falling traps (for example, Iron Ball). He 
can, however, only strike when he has a straight 
line to you, so fight him in the Entry Hall. If 

you manage to knock him out, it’s all over. 


The most effective way to battle the King 
is to set up a Smash Floor directly across from 
the Fire Pit in the Entry Hall. Then place an 
Iron Ball (or your best falling trap) on the 
square just outside the Fire Pit. Lure the King 
around to the Smash Floor (being very careful 
to keep the column between you and his 
Majesty so he can’t attack). When he steps on 
the trap, launch him into the fire. When he 
emerges, dazed, drop the Iron Ball on him. 
Now get him to follow you around the stair- 
cases until the traps recharge and do it again. 
Two of these should be enough to win the day. 
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CHAPTER 26B: 
ISOLATION 


Invader(s): Berdick, Valvolt, Maage, 
Bashburn, Roshwald, Velvet 


Resulting Ending: Ending 3. 


You find yourself alone for the first time in 
the Castle in the Forest. What will make this 
level difficult is the number of foes that even- 
tually arrive and the presence of only one 
available health recharge for you. 


This is an unbreakable trap. The Magnet Floor draws 
the foe to the focus of the magnet, the Chain Needle 
pumps five projectiles into them, and the Iron Ball is 

attracted to the magnet and, therefore, yor victim. 


Begin to walk the hall and the first two 
Invaders will arrive on the scene. After what 
you've been through, Berdick and Maage are 
no match for you. Take care of them in the 
Torture Chamber with its array of Devices. 


My feet, I can't move my feet. 


Now entering the castle in turn are the light- 
ning-toting/immune Valvolt, the hammering 
and hit-point-adorned Bashburn, the healer 
Roshwald, and the smooth Velvet. Exterminate 
them all in turn and freedom is yours. 


CHAPTER 26C: EVE 
OF DESTRUCTION 
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Invader(s): Gilardes, Zodiac, Galdrake, 
Bloodhorn, Vermilion, Loongear, Dusk, 
King Eclipse 

Resulting Ending: Ending 4 


Identical to Chapter 26A (results in a different 
ending than 26A). 


This may be the grand finale, but you must still deal 


with the Invaders one (or in this case, two) at a time. 


In the tiny confines of this castle, it will be necessary 
to really wallop King Eclipse so that his speedy 
health regeneration can be overcome. This trap does 
the job. Draw Eclipse to you near the front door, use 
Spring Floor to catapult him into the Fire Pit. As he 
emerges, he will be dazed and, therefore, unable to 
catch the falling Iron Ball as it crushes him. Do this 
twice in rapid succession and the victory is yours. 


Next: Ending 4 


Walkthroughs: Finales and Endings 


FINALES 


ENDING 2 


If, when given the choice, you killed your 
brother Keith, you'll finish Chapter 25, skip 
Chapter 26, and immediately receive this 
ending. 


ENDING 5 


If, during your tenure in the King’s Palace, 
anyone detonates the Altar bomb, the castle 
will explode, you'll die, and this ending will 
be your only reward. 


ENDING 6 


During your time in the Ruins, if any Invaders 
detonate the Altar bomb, you and the 
Timenoid's sacred place are history and 

you get this ending. 


ENDINGS AND 
WEAPONS 


There are rewards for seeing each of the 
game's victory endings. At the end of a suc- 
cessful completion of the game, you'll be 
given the option to save the complete game 
file. Do so. When you next want to start 

a new game, load this file and initiate the 
new game. You'll notice one or more of 

the following Secret Traps among the traps 
available for development (see Section 3 

for the stats on each Secret Trap) 


Ending 1: 
Ending 2: 
Ending 3: 
Ending 4: 
All endings: 


Evil Upper and Evil Stomp 
Magic Bubble 

Ardebaran 

Evil Kick 

Suezo 


CAUTION: 


CyberMonster 


Conspiracy Uncovere 
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Tecmo 
R&D, the 
research arm 

of a leading 
game manufacturer 

recently stumbled 
upon an astounding 
discovery: the presence of 
cyber monsters in all CDs. 
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According to a source at 
Tecmo, “We were analyzing 
Gines CD technology when we 
came across some interesting 
coding imbedded in the 
inactive segment of a CD. 
Initially we believed this to be 
an isolated case, but further 
investigation proved this to 
be common among all CDs, 
regardless of their purpose. Even 
ad music and PC CDs contain this 
“genetic coding”. 


Tecmo is uncertain of the original intention 
of these codes, but does confirm that they 
mirror human genetic coding and that every CD 
produced contains a unique set. It is rumored that CD 
manufacturers have conspired to imbed these hidden codes. An investigation 
is currently underway. 


In order to facilitate further testing of the cyber creature, Tecmo has developed a safe 
environment that can be reconstructed with the PlayStation™ console. The virtual 
environment allows the user to release these dormant cyber-monsters into a controlled 
environment for testing. Insiders at Tecmo jokingly refer to the environment as the 
‘Monster Ranch,’ and to themselves as ‘Monster Ranchers’. The virtual environment has 

recent passed federal safety guidelines, and is currently available for over-the-counter 
purchase. 


“We don’t want to alarm the public, but we do recommend caution when using any CD,” 
a Tecmo spokesperson warned. 


Monster Rancher™ ©1997 Tecmo Lid. TECMO® is a registered trademark of Tecmo, Inc. For additional information 
= on this product, call 1-800-771-3772 for game rating information. PlayStation and the PlayStation logo are 
Playstation | trademarks of Sony Computer Entertainment Inc. TECMO 19260 S. Van Ness Avenue, Torrance, CA 90501 
Phone (310)787-2900 Fax (310) 787-3131. Visit Tecmo at www.tecmoinc.com 
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Razor sharp statistics 
on every trap 


v Tech trees showing how 
to build better traps 


Y Hit lists of all opponents 


Eliminate all enemies 
and rack up the perfect 
genocide bonus 


Y Maps of each area 


Tips on the best 
trap locations 


Y Bone snapping combo 
advice to help win 
big points 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any € 
please visit us at www.retromags 


> 
No profit is made from these scans, nor do we offer 
available from the publishers themselves. — 

If you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


